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Way back in our first two issues of NF Magazine, the Nintendo Force 
was proud to be able to honor Nintendo Power’s legacy of long-form 
comics by printing the debut chapters of "Super Mario Bros. in Neo 
Bowser City," an original, fan-made, not-for-profit comic crafted as a 
labor of love by two of our team members — David Oxford (a.k.a. "The 
Ox") and Mark Kelly, artist extraordinaire. The story then went on hiatus 
after its second installment, and many of our readers have wondered 
when it would continue. 


The answer: soon! David and Mark are resuming work on the project 
and have prepared a new website to host its next chapters. Currently, 
you can get caught up by reading new browser-based versions of the two 
installments that first appeared in our pages earlier this year. 


You'll also be able to read the original scripts for the story, get extra 
background info on David and Mark and learn more about how this tale 
has been in the works for over 20 years. So check it out! 


Find it all at SMBNBC.com! 
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THE HISTORY OF 
MULTIPLAYER 
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Fun for Four (or More!) 


Playing video games is a great hobby for just one 
person — any of us would agree with that. But, for 
many and maybe most of us, it’s been those times 
when we weren't playing alone that have been the 
most fun. Getting two, three or four friends 
playing all together at the same time, on the same 
screen, sitting and laughing in the same living 
room often results in more fond memories than 
those solitary moments when it’s just you and 
your TV, staring each other down - so in this latest 
issue of NF Magazine, the other members of the 
Nintendo Force and | are pleased to be able to cel- 
ebrate the greatness of multiplayer! There’s no 
better time of year to do it, as the holiday season 
goes hand in hand with multiplayer play - many 
people attend Thanksgiving, Christmas and New 
Year’s events that are packed with friends and 
family, and there are always more than enough 
hands around to place controllers in. This year, 
Nintendo’s brought us another great batch of 
games that would be perfect to share with your 
loved ones - our cover game, Super Mario 3D 
World, is chief among them. (It’s a brilliant new 
four-player take on Mario’s 3D platforming adven- 
tures, and may very well be the game that helps 
the Wii U turn the corner toward success after a 
rough first year.) We also dive into Nintendo’s 
history of multiplayer in our lead feature, go 
in-depth with how the Big N’s unique balance of 
cooperating with and competing against your 
friends has played out over the years of Mario 
Bros. games and review more retail titles 
than we ever have in one issue before. 
So jump in (and invite some friends 
to read, too)! 


LUCAS M. THOMAS, EDITOR-IN-CHIEF 


4 ISSUE #6: FUN FOR FOUR (OR MORE!) 


ISSUE #5: 
SEPTEMBER/ 
OCTOBER 2013 


One Wild Ride 


OK, so I’m sitting there playing 
EarthBound on the Wii U VC. And I am 
enjoying every minute of the wacky 
craziness that Ness & co. went 
through on their hero quest. The 
characters you meet, the story that 
the game offers you. It was actually 
my first time ever playing the game, 
but for me, EarthBound had that 
certain kind of quirkiness | couldn’t 
avoid in a SNES RPG. Anyone who 
hasn't played this gem yet to this day, 
DO SO! It’s one wild ride you will 
always remember. - [3DSLUIGI] 
Not playing it on release has long 
been one of my greatest regrets, 
and not just for the recent after- 
market value of the game! The 
more modern/sci-fi aesthetic cer- 
tainly appealed to me, and I regret 
ever letting myself be talked out of 
playing it. 


Woe is He 


I’m ashamed to say I never did play 
EarthBound, as | have no SNES or 
copy of it on Virtual Console. So many 
classics | haven’t played through! It 
shames me as a gamer! Woe! Woe! 

- TERRY FAIRCHILD 

It’s never too late! Well, unless 
Nintendo decides to pull it from 
the lineup out of nowhere (R.1.P. 
SimCity, Donkey Kong Country, 
Yoshi’s Cookie). On second thought, 
better get it while the getting is 
good! And if you’ve been on eBay, 
you know the Virtual Console price 
is a steal! 


Use Lto Say ‘Ello 


Did you know you actually don’t need 
to go through a menu just to talk to 


We celebrated the Power 
of Pokemon in our last 
issue with a special 
double-sided cover and 
tons of Poke-content 
packed inside. (You can 
read our final review of 
X and Y on Page 54 of 
this issue!) We also 
asked readers to give us 
their perspectives on 
EarthBound - and The 
Ox is back again with 
your responses here: 


someone or "check" something in 
EarthBound? You can just press L to 
do either one of those. In fact, you 
can play the entire game using just 
your left hand. Anyway, | first played 
EarthBound back in 2006 or so and 
loved it. | still haven’t finished it, but 
when | finally get a Wii U, EarthBound 
will be my first eShop purchase. 

- JOHNNY SWANSON 

Thanks for the handy tip! I’m sure 
a lot of newcomers to the game will 
appreciate it! I’m still working on it 
myself, between all the other great 
games Nintendo has been releasing 
lately! 


A Little Too Little 


I never actually played EarthBound on 
the SNES prior to its Virtual Console 
release. | was only four years old 
when it was released and didn’t know 
about video games at the time. | 
found out about the series through 
Smash Bros. and borrowed a copy of 
the game from a friend a few years 
ago. Having played some of it then 
and having played it again now, | can 
definitely say that it’s worth every bit 
of praise it gets. | just hope that 
Nintendo of America decides to 
release Mother 3 internationally. 

- KYLE EMCH 

I recently acquired the Super NES 
version for my wife’s Christmas gift 
last year, knowing full well that 
Nintendo would bring it to VC right 
after. However, I’m still planning to 
get it for the Wii U to show support 
for the franchise! After all, if some 
of us just stick to other methods of 
playing it, Nintendo won’t know of 
our interest for the first and third 
games, right? Here’s hoping that 
they do come Stateside at some 
point! 


Music to Our Ears 


My favorite thing to do when | get the latest issue of NF Magazine is to fire up my iPad (I 
have a digital subscription), grab my headphones, jump in bed and read the issue cover 
to cover all while listening to any and all kinds of video game music. | may have upwards 
of 7,000 game music tracks in my library, but I’m always on the lookout for more great 
music. What are some of your all-time favorite Nintendo game soundtracks? 

- MATTHEW (POPPLE) JANSSEN 

Oh, wow. Just going by franchises, you can’t go wrong with anything from the 
Legend of Zelda, Mario, Donkey Kong Country or Metroid catalogs of soundtracks 
from their decades’ worth of sequels. Kid Icarus from the NES is iconic, and I love 
the original Star Fox soundtrack. This might be cheating, but the best one of all? 


Super Smash Bros. - it’s basically Nintendo’s Greatest Hits! 


For more some more modern suggestions, you shouldn’t miss the excellent 
work Nintendo’s done with The Legend of Zelda: A Link Between Worlds. Its 
soundtrack expertly updates nostalgic tunes from 1992’s A Link to the Past. 

And, in a rare move, the full soundtrack for Pokémon X & Y just recently went 
on sale in the States through iTunes - it’s an incredible value at just $9.99 for 


over 200 tracks. (The Gym Leader battle music is insane.) 
Hope those suggestions help! Enjoy this latest issue! 


Thank You! 


Dear Nintendo Force, | have always 
been a fan of the Pokémon series - 
I’ve been a fan ever since | got 
Pokémon Diamond on Nintendo DS. 
The series has always offered mea 
sense of charm and adventure, 
making me always want to play up 
until | beat the champion. But for 
whatever reason, when the trailer 
for Pokémon X and Y came out, | just 
wasn’t feeling the magic. | just 
couldn’t find exactly what stood out 
to me, which didn’t make me enthu- 
siastic for the game. My brother 
always kept saying, "It’s a Pokémon 
game! Why would you want to miss 
out on it?" That still didn’t help me 
get excited. 

And then | read Nintendo Force. 

| read your article "The ABC’s of 
Pokémon X & Y," and as I read, | felt 
a sense of excitement come over me. 
| loved the way you guys showed the 
new features of the game ina 
creative, fun way. It made me excited 
for the series and once again gave 
me that sense of charm and adven- 
ture. Now that they’re out, I’m happy 
to say that I have a great team, a 


stylin’ character, and I’m almost to 
the champion! This experience might 
have never happened if it weren’t for 
you. So thank you for making 
Pokémon X and Y the best experi- 
ence possible. - YOUR FAITHFUL 
READER, STARKY 

We’re glad you enjoyed it, and we 
hope you’ll remember us in your 
victory speech when you become 
champion! 


Make-a-Pikmin 


Pikmin 3 included two new Pikmin 
types, the Rock Pikmin and the pink 
Flying Pikmin. If you could have 
created one more Pikmin type to be 
added to the game what would it be? 
My ideas include an orange sand 
Pikmin, a green Pikmin covered in 
spikes, and a light blue ice Pikmin 
that could freeze enemies. 

- LEVI MAGNUS 

Pd include a wicked black metal 
Pikmin who, when large groups 
are formed, will rock the area 
with an intense power ballad. 
(Editor’s Note: But Ox, wouldn’t 
that just be a "Rock" Pikmin 
again?) 


Count ‘Em 


How many staffers own 3DS’s and Wii 
U's? Anyone have multiples? Were 
they mostly bought or gifts? Any 
specific games that got you guys to 
want either of them? - ADMAN 

I think we all have one or the 
other or both, and between my 
wife and myself, we have four 
units in the 3DS family (including 
a 2DS), all work-related. And even 
though it wasn’t out at the time, a 
new Kid Icarus was pretty strong 
incentive. 


Poke-Overload 


Is anybody else worried about how 
many Pokémon exist now? The count 
was already at 649, and X and Y only 
made it higher. Something tells me 
it’s going to be a whole lot harder to 
catch ’em all. - MONKEYBOY 
CollegeHumor just tackled this 
very issue with their updated 
version of the Pokérap, featuring 
all 718 Pokémon. It went for 
nearly 10 minutes, without 
stopping! The poor singer never 
stood a chance... 


Late Submission 


| missed the deadline for the last issue, but if you’re 
still looking for Art Academy: SketchPad art, here’s 
my little tribute to Shantae. - KAREN MCKENNA 
Better late than never, Karen! And publishing it 
here in this issue gives us a chance to say, "Hey 
readers, check out our Shantae: Half-Genie Hero 
preview on Page 17!" 


J. 


/ 


lá 


à Pòkémon X & Pokémon Y 
SUPPR MUSIC COLLECTION 


©2013 Pokémon 


DON’T ANGER 


THE OX 


Every generation of Pokémon seems 
to adds a... questionable Pokédex 
entry — Cubone, Murkrow, Banette, 
Drifloon and Litwick being the most 
so in my opinion. Do you think X & Y 
have followed that tradition, and if 
so, which of the Kalos monsters 
would you call out? - MARCUS 
RILEY 

| believe the very culture of 
Pokémon battling, and quite 
possibly the world, will be in 
danger as more and more trainers 
turn to looking at and making 
memes of Espurr and Meowstic 
expressing their desire for cheez- 
burgers. The issue of where said 
cheezburgers would come from 
will only make things more prob- 
lematic. 
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The Wii U continues to offer up inter- 
esting imaging options, as in the wake 
of black-and-white Miiverse sketches 
and the colorized drawings of Art 
Academy: SketchPad, a recent system 
update now allows artistic individuals 
to capture full-resolution HD screen- 
shots of any game, at any time. 


Here’s how to make your own: First, 
get something photogenic on-screen — 
a decisive moment in a major battle, a 
breathtaking landscape, a quirky char- 
acter striking a funny pose or anything 
else you like. Then, push the Home 
Button on the GamePad to freeze the 
current screen. Next, launch the Wii U 
Internet Browser and go to an image- 
hosting site like Flickr (you'll need to 
have an account there). Once there, 
you'll be able to upload the moment 
you froze in action as a full-size 
screenshot. (On Flickr, it’s as simple as 
tapping "Upload" in the black bar at 
the top, then "Choose Photos or 
Videos" on the next screen.) You'll 
then have an uploaded screenshot 
that you can share with the world! 


Previously, screens could be captured 
for Wii U games by using Miiverse as 
an intermediary — but they always 
came out smaller and looking com- 
pressed. This new method is faster, 
easier and gives better results! Try it 
out for yourself, and see what unique 
moments in time you can capture - 
then send them to us! You may just 
see your screenshot show up here in 
the NF Inbox. 


CONTACT INFO 


GENERAL QUESTIONS: forcefeedback@nintendoforcemagazine.com 

LETTERS & FAN ART: inbox@nintendoforcemagazine.com 

COMMUNITY SECTION: community@nintendoforcemagazine.com 

SUBSCRIPTION ADDRESS CHANGES: addresschange@nintendoforcemagazine.com 
EDITOR-IN-CHIEF: lucasmthomas@nintendoforcemagazine.com 
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- THE LEGEND OF ZELDA: THE WIND WAKER HD, BY CHRONOS4590 


-TRINE 2: DIRECTOR'S CUT, BY TWENTY7KVN 
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MINIIN 


AMERICA 


Arriving in the States just in time for 


the holiday shopping season. 


THE Wii U may have taken the original Wii’s place as 
Nintendo’s main home console late last year, but the Wii 
Mini is just about to extend the last-gen system’s legs a 
little longer when it makes its way to the United States. 
Formerly a Canada- and Europe-exclusive console, this 
tiny red iteration of Nintendo’s last-gen home console 
costs only $99.99 and comes packed with Mario Kart Wii. 
You sacrifice online functionality and GameCube back- 
ward compatibility with the Mini, but if you’ve waited this 
long to get a Wii, chances are those things don’t matter to 
you much. 
| wouldn’t be surprised if this goes on to be a top seller 
this holiday season - it’s the perfect gift for those Wii- 
curious holdouts who just didn’t have the guts or the 
funds to take the plunge before. 
“I can think of at least 10 people who Id like to 
buy a Wii Mini for. The console has so many 


“l simpl ae: h d ; great games (many of them under-appreciated, 
simply cant wait to share my crazy adventures in a and available for dirt cheap prices). | think I'l 


bunch of games through the 3DS Miiverse. The start with getting one for my Mom and then 
variety of titles available should make the conversations work my way up from there.” - JONATHAN 
more interesting than on Wii U currently!” - DAAN 


MiiVERSE ON THE MOVE — = 


A new system update brings the Wii U’s social service Q — 
to 3DS and 2DS, alongside other upgrades. Wewoit aminute, 


AFTER MONTHS OF waiting and anticipation, we've finally been given firm Poirerpupl 
details on what will be, perhaps, the biggest 3DS system update ever. It’s going to i 
accomplish three key things for 3DS owners. 

First, you'll finally be able to access Miiverse from your 3DS! The Mii-starring 
social network of game-related messages and art, previously only accessible 
through the Wii U console, will become available through a new icon on your 3DS 
home menu. You'll be able to use Miiverse to make doodles, type notes and even 
add screenshots directly from your game to the online community of like-minded 
Nintendo fans, and you'll be able to access it at any time - regardless of whether 
you're connected to the Internet. (We say that because you'll be able to create 


posts while being offline, when you’re away from a Wi-Fi signal, and set them up é E 
to be added to the ’verse later, when you get back to a connected place.) The 

rollout of Miiverse will be gradual, as only a select number of titles (like Luigi’s Just reached the 20th floor in multiplayer! 
Mansion: Dark Moon) will have communities available on Day 1, but Nintendo is Thanks, everyone! 


opting for popular and recent samplings of their lineup. @Yeah! 

The second big change coming to 3DS through this upcoming system update 
will be that it will allow users to share a single shopping balance between the Wii 
U and 3DS eShops. You'll make use of a Nintendo Network ID to connect your 
accounts, in what will be a critical step toward a more modern account system for 
the Big N. (Something lots of fans have been wanting for a long time.) 

Finally, YouTube will be coming to 3DS as well. That one explains itself — all of 
the funny cat videos you can stand will be yours, on your Nintendo handheld. 

All three of these new features are expected to be available before the end of 
this year. Keep an eye out for the update notification to pop up on your 3DS! 
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PIKACHU THE POLICEMON | Siigvopsttrentigon the 05 ape 
SpotPass support, without warning. 
The Pokémon series expands into crime scene investigations. (Really. 
POOR, ADORABLE NIKKI. Despite her best efforts to keep 

MOVE OVER, BATMAN! Your days as the world’s most famous, pointy-eared, animal-themed Swapnote a fun way to exchange messages with other 3DS 

fictional sleuth may be numbered. According to a recently filed trademark from Nintendo, "Great owners through SpotPass, the actions of a few have ruined it 

Detective Pikachu" is the name of the Pokemon mascot’s next big 3DS adventure. The game is set for the rest of us. Due to a misuse of the photo exchange 

to include at least two Pikachus, actually: the "Great Detective" who works alongside the player in feature, Nintendo has pulled all SpotPass functionality from 

their hunt for the truth and a new, talking blue Pikachu who plays the role of the game’s central Swapnote. According to the Big N, the company "always wants 

antagonist. The touch screen looks to be the game’s primary control method, allowing you to tap to provide a positive experience for all consumers and limit 

on different objects to explore for clues — though the system’s forward-facing camera will also the risk of any inappropriate activity or misuse of a service. 

play a part. You'll use it to interact with Pikachu directly, as he'll read and potentially copy your We feel it is important on this occasion to take this action." 

facial expressions and gestures. While exchanging Swapnotes through the Internet is no 
The game sounds ridiculous — like the result of Mr. Iwata or Mr. Miyamoto talking in their sleep longer an option, Swapnote will still retain a limited level of 

during a Nintendo R&D meeting. And if its pre-release footage is any indication, the game will look use through StreetPass instead, so your funny drawings and 

just as surreal as it sounds. The sight of Pikachu mimicking the exact facial expressions of a realis- silly sounds can still find a home on 3DS systems close to 

tic adult is uncanny at best, disturbing at worst. home. In the meantime, hopefully Nikki can find herself some 
It may be the stuff of nightmares, but no one could accuse Great Detective Pikachu of being extra work — they’re always looking for new Assist Trophies in 

just another playing-it-safe Pokemon title. (In some playing-it-safe news, the Pokemon Company Super Smash Bros., after all! 

has also announced a follow-up to the 2006 DS puzzler, Pokémon Trozei.) 


“| remember spending hours recreating some of my 
“f youre one of the few whove been dying for the favorite gaming scenes through Swapnote and sharing 


chance to laugh, cry and solve crimes alongside your them enlin: It was basically Super PictoChat Online, and 
I loved it! | guess I'll just have to stick to Miiverse from 


old pal Pikachu, you have a lot to look forward to. l'm Ae 
simultaneously scared and excited!”— JONATHAN powon 


“This new Mario & Luigi Deluxe Set will certainly turn 
more heads, as Nintendo Land just wasn’t the Wii 
U-selling killer app that Nintendo wanted it to be. 

Speaking of, Nintendo Land’s price was also halved, so 

it’s totally worth it at this point!”— BRETT 


THE Bros. BUNDLE 


The Big N packs both brothers’ adventures in with the price-dropped Wii U. 
nf He SUPEn 


A @ 7 s THE Wii U is gaining some much-needed momentum, and Nintendo is offering some amazing deals to give it the added 

. A boost it needs for the holiday season. For $299.99, buyers will get the 32GB Wii U, New Super Mario Bros. U, New Super 
Luigi U and a free trial of Wii Fit U. The bundle also has pre-loaded videos that are meant to alert consumers to more of 
Nintendo’s current offerings. The Deluxe Digital Promotion is also attached to this bundle, meaning that the more you 
spend in the eShop, the more discounts you can earn on future purchases. All this for $50 less than the price the Wii u 
debuted at, and you have a recipe for a winner. So much so that many retailers have already sold out of the bundle in 
several areas as we're going to press with this issue, so hopefully a restock will happen before gift-giving time! 


2’Games nCciuo: 


ieucinclus!< ilncluye 2 Juegos! ` 
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COLLECTOR'S CORNER 


THE SPEED OF LIGHT? 


The Blue Blur is accompanied by his series 


signature collectibles in his newest toy form. 


SONIC THE HEDGEHOG has had no shortage of love from 
Jazwares — the Florida-based toy company has used the Sonic 
license for years and made fans of the Blue Blur happy with 

each and every offering. Practically every iteration of Sonic 

and his friends has had a figure release, but you have to lend 

it to Jazwares to come out with new and interesting products 

for the fanbase to enjoy - and they’ve done it again this time. 
Sonic’s always had a special relationship with the Chaos 

Emeralds. They’re the rare, sought-after treasures in several 

of his games, and he can become Super Sonic if he collects a 
them all. (This figure is well on his way to amassing the set, ‘ N E 
having gathered four of the seven.) The Emeralds are the real j P R ~ i 7 a Qt )\ 
treasure here too, as they light up by tapping them or walking Hed) Vay Ue À LIGHT U J AN 
by them. Even the packaging of the figure is meant to enhance | CHAOS J / 

its collectability! You could sit this Sonic on your shelf and see 
the gemstones shine any time you stroll by. Motion-sensing 
emeralds? What will Jazwares think of next? 


THE NEW STATUE MARIO 


The Tanooki Suit has always let Mario transform into a 
stiff, immobile sculpture — but never like this before. 


WHAT’S COOLER THAN a new 15-inch Tanooki Mario statue from First 4 Figures? A 
Tanooki Mario statue with a scarf add-on and separate question block with Super Leaf statue! 
The exclusive edition, priced at $239.99, comes with these additions and is limited to 750 
pieces worldwide. (The regular edition is limited to 2,000 pieces and will set you back only 
$199.99.) The art, and hence the inspiration for the additions, is from Super Mario 3D Land - 
the game that brought the Tanooki Suit out of Mario's closet for the first time in over two 
decades. This statue represents just the first in the Super Mario line that will come from First 
4 Figures, and it’s due out in Q1 of 2014. Imagine the future possibilities! 


MARIO & 
LUIGI-MOTES 


The brothers’ colors inspire new 
controller paintjobs. 


OVER THE YEARS, there have been several colors 

released of the Wii Remote and Wii Remote Plus, but ] 
there have never been any special editions based on 4 
specific Nintendo characters — until now. Both Mario- 

and Luigi-themed Wii Remotes have officially hit 
store shelves. They have blue backs and red or green 
fronts, while yellow Plus and Minus buttons evoke 
the brothers’ round buttons from their overalls and 
brown 1 and 2 buttons parallel the color of their 
Goomba-stomping shoes. Each has the trademark 
insignia from their hat printed over the speakers, 
and red or green sleeves to protect them. Even the 
straps are color-coordinated! Grab either for $39.99. 


i 
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For more cool collectibles and information 
on how to order from import ae visit 
The Video Game Memorabilia Museum 


at http://www.videogamemm.com 


PLANTS VS. ZOMBIES VS. YOUR 
D ESKTOP The backyard conflict extends into your 
home office space with these statues. 
THE GAMING HEADS are really using their brains — therefore, the Zombies are coming! (And 
some Peashooters too!) PopCap’s wildly popular defense game Plants vs. Zombies is available on 
tons of different video game platforms (including the 3DS, by way of DSiWare), and now these car- 
toonish undead are invading your statue shelf. Early in October, a Zombie statue and a Peashooter 
statue were announced, both with a regular and exclusive edition. Each of the statues are cast in 


Twi N T R | FO RC ES poly-stone and hand-painted, and look exactly as they do in the game. (Maybe even better, as the 


games are two-dimensional and pixelated.) The statues will release at the same time in Q1 next 


A Link Between Worlds inspires year. The exclusive editions are limited to 350 pieces worldwide, while the regulars are still very 
9 5 ea limited at 750 pieces. The exclusive Peashooter includes a pea ready to fire, and the exclusive 
the 3DS XLs latest special edition. zombie adds a pylon to his head, making him much more dangerous . . . somehow. You can order 
. one directly from the Gaming Heads website (www.gamingheads.com). If you order both together, 
ON NOVEMBER 22, The Legend of Zelda: A Link you can reserve the same number for both statues. The Peashooter will be $69.99, the Zombie will 
Between Worlds went on sale - and to commemorate be $139.99 and the exclusives are each $10 more. | don’t know about you, but $10 for a poly-stone 
fans’ momentous return to Hyrule, Nintendo released pea or traffic-cone-turned-hat ain’t half bad! 


this special edition 3DS XL. The entire console is gold 
except for the back of the bottom portion, which is 
black. The back of the console also features two Triforce 
designs that mimic the Link Between Worlds logo - 
Hyrule’s classic golden Triforce is on the top, and the 
new, dark Triforce from the kingdom of Lorule is on the 
bottom. A coupon code to download the game is also 
included in the box. Several retail outlets worldwide 
have received the bundle, and online stores also have 
them available, so check your favorite retailer for prices 
and options! You’d better get your hands on one soon 
though, as these will surely be hard to find after Black 
Friday. (Because if there’s one thing that’s sure to soar 
in value in the World of Nintendo, it’s Zelda-decorated 
game systems.) 


You FOUND A SMALL CHEST! 


“Duh-nuh-nuh-nuh!” (You know, the Zelda “get treasure” noise.) 


GAMERS CAN OFTEN expect to get some little swag item as a bonus for paying a bit extra 
to grab a new game’s "Limited Edition," "Special Edition" or "Collector’s Edition" instead of 
just opting for the normal, game-only package — The Legend of Zelda, though, is a series 
that always compels Nintendo to do a little something more with those treasures. Recently, 
The Legend of Zelda: The Wind Waker HD featured an incredible Ganondorf figure bundled in 
the box if you decided to pick up GameStop’s "Exclusive Limited Edition" of the game, which 
was already a high point for Zelda collectors this year —- and now A Link Between Worlds has 
arrived alongside another of the coolest and most coveted Zelda promo items the world has 
ever seen. This tiny treasure chest was first revealed to fans through a Vine video starring 
Eiji Aonuma and Satoru Iwata — the two Nintendo execs showed off the little box and demon- 
strated how, when opened, it plays the classic "you found a treasure" sound effect jingle 
from the games. The Limited Edition bundle containing this treasure also comes with a 
glossy poster featuring art from the game, a download code for the Game Boy Color version 
of The Legend of Zelda: Link’s Awakening and a boxed copy of A Link Between Worlds, and it 
also all comes together in an absolutely gorgeous artwork-adorned box. The catch? It’s not 
available in the United States, only other regions like Europe and Australia. Duh-nuh-nuh-no! 
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THE Hype SLOWLY BUILDS 


Costume changes and new gravity mechanics come to Smash. 


CHANGE IS COMING to Super 
Smash Bros. - costume changes! Since 
we last checked in with progress on 
development of the new Smash 
sequels, fans have been buzzing about 
the addition of the male Wii Fit Trainer 
to the playable roster. Since his reveal 
involved just a single screenshot and 
he’s striking the same pose as the 
female Trainer in it, we've all taken it 
as a hint from game director Masahiro 
Sakurai that he’s not going to be his 
own standalone character, but rather 
a costume swap for the Trainer we’ve 
already met. 

Costume swaps have only one prec- 
edent in past Smash installments — in 


2008’s Brawl, players who chose to 
fight with Wario could pick to outfit 
him in either his WarioWare denim 
clothes or his more traditional overalls 
and "W" hat. If costume swaps are 
going to become more prominent in 
this next sequel, a wide range of possi- 
bilities opens up. 

The first natural assumption is that 
the Animal Crossing Villager will get a 
female counterpart, but beyond that it 
gets interesting to speculate - could 
Daisy appear as costume swap for 
Peach? (Instead of Peach just wearing 
Daisy's dress and changing her hair?) 
Could we see the return of Dr. Mario as 
simply an alternate set of clothes for 


“Though we're still waiting for the next all-new, non- 
veteran fighter to be unveiled, I’m pleased to see that 
some steam is beginning to build in the hype train for 
this new pair of Smash sequels. | hope to see a ton of 


different costume changes included! ” - LUCAS 


The 3DS getting 


Miiverse access soon! 
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"normal" Mario? And what about 
Marth? The recent Fire Emblem: 
Awakening featured "Marth," a new 
character who masqueraded as the 
legendary swordsman. Could that 
masked version be made available? 
That last question is especially 
timely, since Marth himself is the most 
recently revealed returning veteran as 
of this writing. Some thought that 
"Marth" would simply replace him in 
the roster, or that Chrom would take 


Swapnote getting 
de-SpotPassed. 


‘UPDATE ‘ 


his place. But, for now, Fire Emblem’s 
representative is the hero we've 
known since 2001's Melee. 

Toon Link and Sonic the Hedgehog 
have also been confirmed to be back 
for the new 3DS and Wii U sequels, 
which isn’t all that surprising. 

Probably the most surprising and 
welcome news of all, though, was the 
reveal of a Super Mario Galaxy stage 
for the Wii U Smash. Rather than just 
being another collection of floating 
platforms, it has a curved battlefield 
and a unique gravity mechanic that 
will pull characters back down after 
floaty jumps. It’s great to see stage 
design doing something totally new! 


GAME FORECAST 


A quick look at the biggest games coming in the months ahead. 


YACHT CLUB GAMES’ successfully Kickstarted retro-styled, 
shovel-wielding adventure epic has been penciled in for a "Winter" 


NIGH launch ever since its fundraiser finished, and now we know that 
means either January or February of 2014. Get ready to dig in! 


BRAV F L Y JANUARY WILL COME and go without any other retail releases 
February will see the arrival of a trio. First up will be Bravely Default 
on February 7. Read more about it on Page 25. 


M) P ROFESSOR LAYTON DONKEY KONG'S DATE is just "February" in general as we go to 


A 


FIRST-PARTY RETAIL releases are finished for 2013, but 
the Big N will be kicking the New Year off appropriately - 


with the packaged releases of Wii Fit U on January 10. ee @ 
(Just in time to catch the attention of all those whose New l [ WE 
Year’s resolutions involve weight loss.) The game’s out in 

the eShop already, though. Turn to Page 23 for more. 


from Nintendo — barring any last-minute changes of plan — but 


NEXT UP IN February will be the next installment in 
Nintendo’s revived Donkey Kong Country franchise. This 
one was delayed late - it was originally scheduled to hit 
store shelves on December 6, and news of it being pushed 
back came so late to retailers that many still advertised 
that December date. Read more about DKC on Page 27. 


print with this issue, but chances are it'll arrive before Professor 
and the 


Layton — because the puzzle-solving professor’s latest adventure is 
zran Legacy 


set for February 28, the last day of the month. See Page 27 again! 


AND THIS IS the point when we have to start speculating 
a bit, because Nintendo hasn't pinned down firm dates for 
anything beyond February’s end. It’s safe to assume that 
Kirby: Triple Deluxe would be arriving in North America 
shortly thereafter, though, as it’s hitting Japan on January 
11 and won't require much localization work. See Page 24. 


IT’S ALSO A good bet that Mario Kart 8 would be the next major Wii 


RAK 5 U release in line behind Donkey Kong Country: Tropical Freeze, as the 
Big N has it set for "Spring 2014" currently. That could mean March, 
April, May or June — but we'll hope for earlier rather than later. 


“Winter is often a thin time for new releases, as most publishers push to get their 
games out the door in the critical holiday shopping months and little is left over 
afterward. Luckily, things don’t look so dreary this time around!”— LUCAS 
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CARD & PUZZLE EDITION 


CLASSIC GAMES OVERLOAD™ 


Keij’’s killer Kickstarter comes through for Mega Man’s many fans. 


BY THE TIME our last issue went to 
print, the Kickstarter campaign for 
Keiji Inafune’s Mega Man spiritual suc- 
cessor, Mighty No. 9, had just cleared 
$2,200,000 - more than double its 
original funding goal. By the time the 
donation window closed on October 1, 
that figure was $3,845,170, making 
Mighty No. 9 the fourth most funded 
gaming project in Kickstarter history. 
(But by tallying supplementary PayPal 
donations, the actual total exceeded a 
whopping $4,000,000!) 

It’s uncommon for a prominent 
Japanese developer like Inafune to 
turn towards crowdfunding, but his 
gambit clearly seems to have paid off. 
It was a stroke of brilliance to rally 
gamers around a very Mega Man- 
esque banner, lighting the fires of 
passion within both long-time Blue 
Bomber fans as well as those disillu- 


sioned by Capcom’s unfortunate treat- 
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ment of some of its franchises in 
recent years. 

However, Mighty No. 9 is not Mega 
Man. Many elements seem familiar, 
but co-developers Comcept and Inti 
Creates promise an evolution of tradi- 
tional action platforming. Fans have 
thankfully been very accepting of new 
android champion Beck, with many 
already acknowledging him as Mega 
Man’s rightful heir. 

With a release target of April 2015, 
we have a long wait ahead before we 
can judge how well MN9 lives up to its 
early promise. Still, it’s difficult not to 
get excited already, especially consid- 
ering how much the game’s scope has 
expanded since meeting all its stretch 
goals. At one point donations had 
slowed down so much that hitting the 
$3,000,000 mark seemed unlikely, but 
not only were all the original goals 
cleared, every new one added after- 


ward was also met. 
So what kind of game can we 
expect? Let’s run down the list! 


COMING TO EVERY DEVICE EVER 
When MN9 was first revealed, its only 
target platform was Windows, with 
further platforms locked behind 
separate stretch goals — first for addi- 
tional PC operating systems, then 
current-generation consoles, next-gen 


consoles and, finally, handhelds. At 
final count, MN9 will arrive on ten 
unique platforms: Windows, Mac, 
Linux, PS3, Xbox 360, Wii U, PS4, Xbox 
One, 3DS and PS Vita. We haven’t seen 
a spread like that since the late ’80s 
and early ’90s, back when arcade 
titles would be ported to Nintendo 
machines, Sega machines and no less 
than half a dozen home computers! 
The PC and home console versions 
will be handled in-house by Comcept 
and Inti Creates, but the 3DS and Vita 


KICKSTA TENS 


— 


INTI CREATES 

UNREAL ENGINE VISUALIZATION TEST 
WORK IN PROGRESS: SEPT. 20 

TOTAL DEV TIME: 7 DAYS 


MACI ASSETS*ANDsANIMATION ARE PLACEHOLDER 


versions will be ported by Abstraction 
Games, a Dutch studio known for 
porting PC and mobile games to home 
and portable consoles (such as the 
upcoming Wii U version of Knytt 
Underground). MN9 on Wii U is almost 
certainly going to allow for Off-TV 
Play, but will Abstraction make the 
extra effort to incorporate stereo- 
scopic 3D on the 3DS? If the game’s 
art is as spectacular as current target 
renders promise, the added effect 
could make the 3DS option that much 
more attractive. 


SETTING THE STAGES 
According to the story, Beck is ninth in 
a line of mechanical masters - and the 
only one who avoided the corruption 
that turned his eight compatriots into 
rampaging death bots. He'll have to 
fight through eight main levels to find 
and defeat his friends-turned-foes. 
Expanding the end game is an addi- 
tional stage and boss placed after the 
main eight are cleared, and there will 
also be an introductory stage to 
welcome new players to the world. 
With these additions, MN9’s level 
structure more closely resembles that 
of the Mega Man X series or the 
post-NES classic Mega Man entries. 


BEYOND THE CREDITS 

A good way to extend the life of a title 
is with quality side- and post-game 
content, and MN9 will pack in both by 
the truckload. Clearing the main 
campaign once will unlock a New 
Game Plus, allowing players to replay 
the game at a more challenging diffi- 
culty with certain abilities carried over 
from the first playthrough. There will 
also be a Turbo Mode that, as the 
name implies, will crank up the 
default play speed. 

A Boss Rush Mode will pit Beck 
against each of the eight Mighty 
Numbers in turn, then players can 
share their fastest clear times online 
for pride and glory. And taking a page 
out of Mega Man 10’s playbook is the 
Challenge Mode, where you can test 
your proficiency with Beck’s array of 
techniques in a collection of mini- 
missions. 

Oh, and you can compete in online 
battle races because, sure, why not? 
You and a friend will race on foot 
through remixed versions of the 


game’s main stages, with each player 
appearing as a ghost on the other’s 
screen, unable to be directly affected 
by sabotage. However, any enemies 
you defeat on your end will spawn on 
your opponent’s side and slow them 


down - not unlike how garbage blocks 


materialize in multiplayer Tetris 
matches whenever a player clears 
several lines at once. 


The race mode was the last stretch 
goal, added on the very last day of the 
campaign since every previous barrier 
had been soundly shattered. The MN9 
team hinted that additional goals were 


planned in case the money train 


picked up even more speed in the final 


hours. Imagine what other wacky 


nuggets could have appeared had the 


Kickstarter been extended just one 
more day! 


GIRL POWER, FROM THE START 
While Mega Man was out righting 
Wily’s wrongs, his sister Roll offered 
moral support from the sidelines. 
Beck likewise has a female partner in 


Expression Collection 


Call, but unlike her Capcom cousin, 
she’s not about to let Beck hog all the 
glory. 

Complementing the standard 
Challenge Mode is an online co-op 
variant that slips the second player 
into Call’s butt-kicking boots. These 
team missions will require Beck and 
Call to properly leverage their unique 
abilities in tandem. None of the 
mainline Mega Man games ever 
featured multiplayer, so this promises 
to be a treat for Blue Bomber fans. 

As if that wasn’t enough, Call will 
also get some screen time during the 
main campaign in an exclusive stage 
of her own. It would be great if we 
could play the entire game as her as 
well — even though that wasn’t one of 
the stretch goals, maybe the dev team 
will surprise us and make it happen 
anyway. Here’s hoping! 


THAT LITTLE BIT EXTRA 

Not every stretch goal teased a major 
feature that would significantly affect 
the game - some were just there to 
add a touch of amusement. 

Mega Man couldn't have gone too 
far without his trusty support team of 
Rush, Eddie, Beat and Tango. Beck too 
will be aided by a helper unit, though 
the details have yet to be finalized. 
Will it carry Beck over dangerous 
terrain, dispense useful items or 
provide backup offense? Will it even 


take the form of an animal? 

And what about the music? Some 
of the most memorable Mega Man 
tunes come from the 8-bit age - NES 
audio strikes such a profound chord 
with game music aficionados. As MN9 
is a marriage of classic and modern 
design sensibilities, it’s fitting that the 
sound team will offer the option to 
play either the standard soundtrack or 
a total chiptune conversion, complete 
with retro sound effects. 


THE ROAD AHEAD 

Production on Mighty No. 9 has only 
just begun, but it’s safe to say that 
fans can expect a game imbued with 
Mega Man’s soul yet able to grow in 
ways that Capcom’s bot buster never 
could. Speaking of Capcom, will MN9’s 
unconventional yet successful funding 
campaign convince the Osaka studio 
that there are plenty of fans yearning 
for the Mega Man brand to be 
refreshed and given a proper next-gen 
installment? Or will Capcom attempt 
to broker a deal to publish MN9, as 
Inafune expressed in a recent inter- 
view he would be willing to do if the 
terms were satisfactory? 

Regardless of what happens, let’s 
remember that Beck is not here to 
replace Mega Man, but to continue his 
legacy. This is the start of something 
new and exciting, and everyone's 
invited to get involved. Let’s make 
sure Mighty No. 9 continues to receive 
our full support! - TONY 
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WAYFORWARD’S 
WISH COME TRUE 


After smashing through its funding goal — 
and hitting several stretch goals, too — Shantae: Half-Genie Hero is on its way to Wii U. 


THE NINTENDO FORCE has been a 
big supporter of WayForward’s work 
thus far, but that’s never been more 
apparent than with our Shantae- 
related coverage. We've had articles 
on upcoming Shantae games like 
Shantae and the Pirate’s Curse, as well 
as an interview last issue with 
WayForward’s Matt Bozon concerning 
all things Shantae. That interview 
happened to include the announce- 
ment of the Shantae: Half-Genie Hero 
Kickstarter, a dream project for 
WayForward. And what was only a 
Kickstarter hopeful a couple months 
back is now a more-than-fully-funded 
reality! 

For those wondering, Shantae 
seems to be WayForward’s unofficial 
mascot. WayForward may carve out 
their business with a bounty of 


GOAL 
$400,000 $776,084 


licensed titles, but they use their 
earnings from those games to help 
create fully owned intellectual proper- 
ties. In that company roster, no other 
character seems as well-recognized as 
Shantae. Her next title for fans is 
Shantae and the Pirate’s Curse on 3DS, 
but now it’s clear that WayForward 
had plans beyond that... home 
console plans. 

Shantae: Half-Genie Hero will mark 
the purple-haired hero’s debut on 
consoles. We already know that 
WayForward has a passion for 
Nintendo platforms, which meant the 
Wii U was definitely a target for 
release. The only issue standing in the 
way of this project was its Kickstarter 
goal. WayForward certainly has a fol- 
lowing, but the company doesn’t quite 
have the public awareness that 
Nintendo, EA or Activision enjoy. 


PLEDGED BACKERS 


18,558 


Surely Shantae’s Kickstarter would see 
support, but getting the word out to 
those unfamiliar with the company/ 
brand would be tough work. 

The initial goal for the Kickstarter 
sat at $400,000, which is no meager 
sum. As with almost all Kickstarter 
projects, WayForward had 30 days to 
pull full funding. While that goal may 
have seemed quite lofty at launch, 
there was one big factor that the 
project had going for it: Mighty No. 9. 
That Keiji Inafune-helmed project gen- 
erated massive buzz just days before 
the Shantae Kickstarter went live too, 
and the momentum of MN9 pulling in 
over $4,000,000 certainly helped 
boost the similar old-school platform- 
ing of Shantae and its target goal of 
just a tenth of that Mighty total. 

And indeed there was an initial 
boom for Shantae’s Kickstarter, as the 
project quickly hit the $100,000 mark. 
That early result was encouraging, as 
that first wave of support came from 
fans who already knew and loved 
Shantae. After that outpouring, the 
Kickstarter continued to see support 
drop in, but the initial surge died 
down. While morale may have lowered 
a bit, the developers still had plenty of 
tricks up their sleeves. 

Eventually, WayForward started up 
a video series that helped introduce 
the team behind the game - we met 
the people working on the project and 
got to see just how their expertise was 
being applied. From animators to pro- 
grammers and everyone in-between, 
WayForward was sharing an intimate 
look at how they create Shantae 
games. 

These videos helped to show just 
how much these guys and gals cared 
about Shantae. This wasn’t just an 
opportunity to have a crowdfunded 
project. This was a group of develop- 
ers that all shared a singular dream 
that simply wasn’t possible without 
support from fans around the world. 

The cash kept trickling, but there 
was one key moment in the project’s 
funding timeline that seemed to really 
kick things into high gear — and that 
again came thanks to Mighty No. 9. 
project mentioned earlier. 


In one of the Shantae Kickstarter 
updates, WayForward revealed that 
they were working with Inti Creates to 
make Shantae: Half-Genie Hero. It 
turns out Inti Creates is also the 
company that Mr. Inafune is working 
with to create Mighty No. 9! Now 
Shantae had a connection to one of 
the most successful Kickstarter 
projects ever - and a foundationally 
important one, not just an association 
by the close proximity of their cam- 
paigns’ start dates. The Inti Creates/ 
MN9 official connection brought in a 
fresh wave of newly interested 
gamers. It also helped explain what 
kind of project Shantae: Half-Genie 
Hero aimed to be. Couple that with 
some fantastic cross-promotion 
between the Shantae and Mighty No. 
9 Kickstarters — including fan art from 
both companies — and the project 
seemed destined to become a reality. 

The rest of the campaign quickly 
became a blur. After the Inti Creates 
reveal, Shantae: Half-Genie Hero 
smashed its initial goal of $400,000 
with plenty of time to spare. All that 
time left paved the way for a number 
of stretch goals to be hit, and with 
final donations soaring up to over 
$800,000, Shantae: Half-Genie Hero 
will now include two bonus chapters, 
a mode that lets you play as Shantae’s 
rival in a new campaign and multiple 
costume swaps. This kind of support 
will make sure that Shantae’s console 
debut will be her grandest adventure 
yet! That’s all thanks to the Shantae 
fans who came through in a big way, 
including the few thousand gamers 
who only found out about Shantae 
through the Kickstarter’s launch. Talk 
about an added bonus to having a 
dream project secure funding! 

Now all we have to do is sit back 
and wait for the game to be released. 
Hopefully WayForward will have 
plenty to show while development 
continues, since we'll have to wait 
until late 2014 to get our hands on it. 
Until then, fans will have to enjoy 
Shantae and the Pirate’s Curse when it 
hits the 3DS eShop soon. It’s clear that 
Shantae is set to take the world by 
storm. It’s about time! - KEVIN C. 
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KICKSTARTING A CHILDHOOD DREAM 


Our own Matthew Taranto turns to crowdfunding to make Tadpole Treble a reality. 


PM MATTHEW TARANTO, and... 
this is my game! Surprise! It’s quite 
surreal to be writing an article on 
Tadpole Treble, but also very cool. 

So what’s going on? Well, while 
some of you may be familiar with my 
webcomic Brawl in the Family, the fact 
is that ever since | was a little boy, I’ve 
wanted to make a game. Somewhere 
in my parents’ house sit binders and 
binders full of 15-year-old level 
designs and characters for fictional 
Mario, Zelda, Mega Man and 
Punch-Out!! sequels, among others. 
Video games - Nintendo’s in particular 
- have always fascinated me, and as a 
result, it’s been a lifelong dream to 
develop my own. Thus, Tadpole Treble 
came to be, straight from the minds of 
my brother Michael and myself! 

Tadpole Treble is a music/action 
game with a strong emphasis on 
rhythm and notation. Players control 
Baton, a newborn tadpole, as she 
wriggles her way through a multitude 
of dangerous stages in an effort to get 
back home. She can also smack things 
quickly with her tail, such as stalks of 
bamboo or unique cymbals growing 
on the stages’ "beatstalk" plants. The 
hook of the game is that everything is 
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played on a musical staff, with the 
actual notes of the background music 
providing the obstacles for the stages. 
Between dodging the notes of the 
song and smacking things to the 
rhythm, Tadpole Treble is all about 
playing along to the game’s music, and 
avoiding much larger and hungrier 
creatures in the process. 

Of course, the concept runs deeper 
than that as well: there'll be a number 
of challenges within each level to 
shoot for, from high scores and good 
ranks to a currency system and unique 
individual tasks per stage. Each level 
will also have its share of surprises, 
such as hungry, huge creatures 
suddenly popping up, rocking solos 
that put the spotlight on Baton, and 
even a stage or two with full lyrics. 
Each level will have its own individual 
theme composed by me - a unique 
challenge of making this game was 
designing the music to be both enter- 
taining to listen to and entertaining to 
play through. 

The general concept has been 
bouncing around in my head for over a 
decade, but development on Tadpole 
Treble really got going a couple years 
ago. My brother Michael and | wanted 


to try making this game a reality, so 
we formed a company called BitFinity 
and set to work. Since we didn’t have 
a programmer between us, we con- 
sulted with a Baton Rouge developer 
named Pixel Dash (who is currently 
working on Road Redemption) to help 
us form an initial demo to see how the 
idea felt in action. 

That demo released to the public 
about a year ago, and we received a 
lot of great feedback. Since then, 
we've rewritten the engine from 
scratch, tweaked the controls, 
upgraded all the art to make things 
look and flow better, refined the 
timing of everything and generally 
tried to get it all to feel more intuitive. 
Now that the concept feels stronger, 
we decided that the next step would 
be to hire a full-time programmer to 
bring the game to life. 

So on November 6, we began a 
Kickstarter campaign for Tadpole 
Treble. The basic game would be 


released on the PC and Mac, but 
Nintendo has approved BitFinity to 
announce a stretch goal for the Wii U! 
Naturally, being big Nintendo fans, 
Michael and | would love to have it 
there — more than any other system, 
in fact — but it takes time and money 
to get a dev kit and develop the game 
for it. So far, things are going well, 
with over 60% of our initial $30,000 
goal made in the first ten days. We 
could still use more help in allowing 
this dream of game development to 
come true, though! 

I’m ecstatic that it’s come far 
enough to be featured here in the 
pages of NF Magazine, and | hope to 
see it make a splash on the Wii U next 
year! You can bet that Michael and | 
will be putting our decades of game- 
playing experience to use in making 
sure Tadpole Treble has great music, 
great gameplay and enough heart put 
into it to satisfy any Nintendo fan. 
Stay tuned! - MATTHEW 


CHRISTMAS FOR KOPPAITES 


Pikmin 3 unwraps some festive new DLC challenges. Some for free! 


THERE HAVE BEEN a few download- 


able content releases for Pikmin 3 
since it went on sale in August, but so 
far they’ve all been simple remixes of 
challenge levels already built into the 
game from the beginning — the same 
maps, just with altered enemy and 


fruit positions. That all changes on 
December 2, when Nintendo rolls out 
some all-new environments to explore 
as Alph, Brittany and Charlie (and 
Olimar and Louie too)! 

Yes, the classic Captain and his 
bumbling assistant will be back in 


action in these new stages, which will 
include a new "lost Louie" mechanic. 
(When the stage begins, Louie will be 
gone. But if you find and rescue him 
somewhere in the level, he’ll instantly 
become playable — and having him to 
help manage another group of Pikmin 


will be invaluable in earning the 
highest scores possible. 

The new environments include a 
never-before-seen beach, a factory 
with moving conveyor belts and a 
human home festively decorated for 
Christmastime. (Perhaps humans 
aren't extinct on Planet PNF-404?) 

The DLC will cost $4.99, and will 
require a new software update to 
function. Anyone who downloads the 
update gets two of the levels free! 
Merry Christmas! - LUCAS 


EXTRA BLAST PROCESSING 


Sega announces a full line of new 3D Classics for download. 


NINTENDO ENDED ITS line of "3D Classic" eShop re-releases after half a dozen games, including depth- 
enhanced remakes of Kid Icarus, Kirby’s Adventure and Urban Champion. Sega, though, seems to be happy to 
pick up where the Big N left off - they’ve announced a lineup of eight different classics from their own back 
catalog that have been visually reworked to display in stereoscopic 3D. Super Hang-On and Space Harrier (seen 
at right) kick things off on November 28. Sonic the Hedgehog and Altered Beast follow one week later, then Ecco 
the Dolphin and Galaxy Force II a week after that, and finally Shinobi III and Streets of Rage. - LUCAS 
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Back in Session 


IN THE “DARK age of the law," where the ends 
justify the means and false charges are made with 
fabricated evidence, lapsed lawyer Phoenix Wright 
must don his attorney’s badge once again to ensure 
justice is done. (Cue plenty of slamming on desks 
and overzealous pointing of fingers.) 

As the fifth game in the Ace Attorney series (not 
including spin-offs), Dual Destinies strikes a com- 
fortable balance between being welcoming to new 
players and throwing many knowing winks at 
longtime fans. Subtle references are made to the 
previous games, but no knowledge of past install- 
ments is required to enjoy this sequel, making the 
game easy to recommend to those who are inter- 
ested in the series’ gripping drama, but are unsure 
of where to start. 

This attempt to appeal to a broader audience is 
a double-edged sword, though, as it seems the dif- 
ficulty has been lowered as a result. 

The premise of Ace Attorney games is fairly 
straightforward - our intrepid attorneys stumble 
upon a murder, all the evidence points to a single 
perpetrator, and the player is tasked with present- 
ing evidence and pointing out contradictions to 
prove their innocence. The beauty of these games 
is in their execution, with each crime serving up a 
convoluted web of lies that must be untangled 
before the truth can finally be revealed. The satis- 
faction comes from piecing together what really 
happened, following the evidence to a logical con- 
clusion. It’s disappointing, then, that Dual Destinies 
seems intent on near-constant handholding, as 
characters constantly insult the player’s intelli- 
gence by nearly giving away the answer to every 
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Until these questions are 


puzzle. Ace Attorney games have never been par- 
ticularly difficult by any stretch of the imagination, 
but in this one, especially in its first half, there’s 
very little need for any critical thinking from the 
player at all. 

Visually, Dual Destinies is an absolute treat. The 
witnesses and suspects that Wright & Co. encounter 
are as colorful and zany as ever; whether it’s the 
school journalist who spends her life masked by a 
cardboard-box (Solid Snake style), or the supersti- 
tious teenager wielding an endless supply of spirit 
tags, each character’s personality and quirks are 
perfectly conveyed by their stunning animation. 
Dual Destinies has eschewed the sprite-based 
graphics of previous titles in favor of 3D models, 
but it’s clear great effort has been made to ensure 
they match the vibrant energy that the old graphics 
had. Environments are mostly 2D static images, 
save those that need to be investigated, which are 
modelled in 3D. This allows the player to view the 
crime scene from multiple angles to search for 
clues, adding a greater sense of realism and 
immersion to proceedings. Crime scenes now feel 
like real places, rather than like playing an object- 
hunting game on a still image. 

True to form, the soundtrack to Ace Attorney: 
Dual Destinies is also fantastic. Phoenix Wright’s 
adventures have never disappointed aurally, but 
Dual Destinies’ soundtrack is far and away its 
greatest asset. Cross-examination themes imbue 
proceedings with a perfect amount of tension and 
intrigue, while the bombastic "Pursuit" theme 
played for when everything falls into place is as 
satisfying as ever. 

The game is divided into five cases, each 
one beginning with a stunning animated 
cutscene of the crime being committed - 
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it's impossible for a fair ruling to. be made! 
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these cutscenes are an absolute joy to behold, and 
if Capcom were to commission an actual animated 
series in this style, there would be no objections 
here. The quality of the cases themselves area 
mixed bag, with the final case being an absolute 
highlight and the game faltering somewhere in the 
middle; the cases that fit into the overarching plot 
of the game tend to be more interesting and 
inspired than the standalone mysteries, which feel 
somewhat trite in comparison. The game’s writing 
is fine, for the most part; each character is endear- 
ing and witty, but the first half of the game is rife 
with spelling and grammatical errors, which can 
prove distracting and do somewhat break the 
drama of the scenes in which they’re found. It’s not 
a dealbreaker for the game by any means, but to 
see such amateurish mistakes in an otherwise 
accomplished title is disappointing. 

Ultimately there’s a lot to enjoy in Phoeniyx’s fifth 
trip to the courtroom, and when this game delivers 
on its potential, it’s a fantastic title that oozes 
charm and character. It’s dragged down by a few 
mediocre mysteries and a seemingly rushed local- 
ization - keeping it from being one of the series’ 
best — but those who can overlook these flaws will 
find an enjoyable, engaging experience. - ROBERT 
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Memorizing Tunnels 


AIRACE SPEED IS the third install- 

ment of the AiRace series, which first 
originated on DSiWare with AiRace and 

AiRace Tunnel. AirRace Speed has you control 
various aircrafts through challenging courses to 
improve lap times — in other words, this game 
shouldn’t be confused with futuristic racers like 
F-Zero or Wipeout. 

It features 18 tracks that will challenge your 
endurance as you maneuver around sharp corners, 
multiple routes and endless tunnels. Every time you 
crash, three seconds are added to your final time, 
which can prevent you from receiving a gold star. 
Slamming into walls or ceilings can also damage your 
ship to the point of destroying it. 

The graphics are technically impressive, but | 
found the art direction to be bland and uninspired. 
The game’s 3D engine does a nice job keeping every- 
thing running smoothly — most of the time. There 
were a few instances where | noticed the framerate 
dropping. On a more positive note, | enjoyed the 3D 
stereoscopic effects being used throughout the 
game. 

AiRace doesn’t have a huge amount of content, 
and you can probably unlock most of it in a few 
hours. With that said, the game does offer an 
achievements system that can extend your playing 
time. The game’s main appeal is replaying the same 
levels over and over to beat your previous times. 
Furthermore, there are online leaderboards if you 
want to compete against gamers around the world. 

You need to ask yourself: When is trial and error 
fun, and when is it not? AiRace Speed is 60% level 
memorization and 40% actual skill. The game 
requires you to die a few hundred times just to 
memorize the layout of each level. The controls are a 
slight improvement over previous AiRace games, but 
they still aren’t good enough for a game that empha- 
sizes precision and maneuvering through claustro- 
phobic corridors. 

AiRace Speed offers decent pick-up-and-play 
gameplay if you’re patient with it, but | found the 
game to be more frustrating than fun most of the 
time. 

If you're still on the fence, there’s a free demo 
available that you can download. Give it a try! 

- EMILY 


QUBICGAMES 


The Great Giana 


GIANA SISTERS: 
TWISTED DREAMS 


THE GIANA SISTERS have come a long way 
since their 1987 Commodore 64 debut. Originally 
starting as a blatant Mario clone, the girls have 
moved decidedly in their own direction. While still 
a 2D platformer, Twisted Dreams plays closer to a 
methodical Donkey Kong Country collect-athon 
than a Super Mario Bros. romp. 

In Giana’s quest to rescue her sister Maria 
(who has been kidnapped by a dragon in the 
Dream World), Twisted Dreams brings an interest- 
ing new metamorphosing mechanic. In the series’ 
previous games, Giana would transform into her 
fireball-shooting Punk form through the collec- 
tion of Mario-style power-ups. In this game, 
however, Giana can transform between her Cute 
and Punk forms at will. The two forms convey a 
different set of abilities: The Cute form allows 
Giana to twirl and float down slowly, while the 
Punk form lets her become the embodiment of a 
fireball, ricocheting through enemies and 
passages in a manner similar to Sonic the 
Hedgehog’s spin moves. 

What makes the game unique is that the trans- 
formation isn’t limited to Giana — the entire world 
transforms with her, each representing different 
facets of her inner conflict. Cute Giana travels 
through a demonic nightmare world, while Punk 
Giana inhabits a whimsical version of the dream 
world. Platforms are activated or change direc- 
tion, spikes and pits form and disappear, and 
some gems can only be collected when in one 
form or the other, adding a dynamic layer of chal- 
lenge. Objects within levels seamlessly morph 
when transferring between the two different 
worlds. Even the music shifts smoothly between 
synth and metal remixes of the original’s chip- 
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tune soundtracks, though you can lock in one 
style if you find the change annoying. The envi- 
ronments are far more organic than previous 
outings, featuring lush, detailed scenery that no 
longer resembles the series’ Mario roots. (It’s 
actually here where the game goes a bit too far in 
creating an immersive environment — certain 
platforms and gems, which become translucent 
when Giana is in the opposite form, become hard 
to see, adding a bit of frustration to the mix.) 

Slowly ramping up in difficulty, the game’s 
finely crafted levels introduce new mechanics 
slowly, and advanced techniques ensure that the 
game continually increases in challenge, while 
the end of each world is punctuated by a pattern- 
based boss battle. Levels are well-designed 
around the switching ability, and there are many 
places where you need to perfect a series of 
timed switches to navigate the courses. Players 
are encouraged to collect as many gems as 
possible, which are required to unlock further 
levels. Large gems unlock pieces in a gallery of 
concept art, and harder versions of the game are 
unlocked by meeting certain performance 
criteria, which extends the gameplay signifi- 
cantly. Those looking for a more action-packed 
adventure may be frustrated, however, as the 
game focuses more on figuring out how to pick 
up gems from every hidden nook and cranny, 
whether interesting or not. Without time or life 
limits, it’s much more about the journey than the 
goal (except for the extra modes). 

The game’s jump to Wii U includes support for 
Off-TV Play — however, the GamePad outputs no 
sound. The developers have promised a fix, but 
the oversight is a shame since the soundtrack, 
composed by famed composer Chris Hülsbeck, is 
excellent. 

Overall, Giana Sisters: Twisted Dreams beauti- 
fully showcases an inventive duality mechanic. 
It’s a breath of fresh air in the 
platformer genre, and is only 
held back by an over-reliance on 
gem collection to flesh out levels. 

- AARON 
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The Classics Return 


THE Wii U might not have found its own equivalent 
of Wii Sports just yet, but thanks to Nintendo and 
Namco Bandai, Wii U owners can at least enjoy an 
updated version of the original minigame jugger- 
naut with Wii Sports Club. 

Club boasts a number of improvements over the 
original 2006 Wii pack-in title, most notably 
enhanced MotionPlus controls, online multiplayer 
and leaderboards, Miiverse integration and a high- 
definition sheen. Rather than including all five of 
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the original sports in a single package, however, 
each of Club’s activities can be purchased individu- 
ally or rented for a 24-hour period (see our sidebar 
for more details), and each is supplemented by a 
handful of score-based training games that take 
advantage of the improved controls. 

Of the two sports currently available, Bowling 
benefits most from these embellishments - the 
game now plays largely the same as its Wii Sports 
Resort version. Swinging the controller forward to 
throw the ball feels very satisfying, and the added 
accuracy of the Wii Remote Plus makes it consider- 
ably easier to control the trajectory of your rolls, 
allowing you to pick up tricky spares with enough 
skill. The enhanced controls are also put to good 
use in the training minigames, which test your 
ability to curve the ball with a series of challenging 
pin arrangements. These, likewise, are a lot of fun, 
and help squeeze a bit more variety out of the 
gameplay. The best new feature, however, is the 
online multiplayer. Matching up with three other 
players is quick and seamless, and each online 
game plays out with very few hiccups. 

Unfortunately, Tennis doesn’t fare quite as well. 
Its new MotionPlus controls, while technically more 
accurate than the gesture commands of the 
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Wii SPORTS CLUB: BOWLING & TENNIS 


original game, can be quite finicky to use, and it 
takes a bit of effort to adjust to them. It certainly 
doesn’t help that the Wii Remote also has a habit of 
losing its calibration while you’re playing, forcing 
you to re-center the controller frequently in the 
middle of a game. 

Where Tennis really stumbles, however, is in its 
online implementation. Unlike Bowling’s turn-based 
contests, Tennis matches are far more kinetic and 
are thus reliant on a stable Internet connection. 
Unfortunately, the quality of your connection will 
vary greatly depending on your opponent - some 
matches will unfold with very little slowdown, while 
others will be nearly unplayable due to the amount 
of lag you'll experience. That’s certainly the most 
disappointing aspect of the game, as even with its 
mild control issues, Tennis is still a lot of fun, and a 
more stable online mode would have made it one 
of the better multiplayer games on Wii U. 

Still, even with these shortcomings, Wii Sports 
Club is a largely successful update of the Wii 
classic. The $10 fee per sport might be a bit steep, 
but both Tennis and Bowling are still engaging 
enough in their own right to warrant a look. We'll 
have to wait to see how well the remaining sports 
make the transition, but being able to play Tennis 
and Bowling again serves as a fun reminder of why 
Wii Sports was such an unprecedented phenom- 
enon when it first debuted. - KEVIN K. 


Hyper Drive’s Broken 


MIGHTY SWITCH FORCE! 2 


PM A BIT puzzled by the decision-making that led to this release. 
WayForward contributed one of the Wii U eShop’s very first down- 
loadable games with Mighty Switch Force! Hyper Drive Edition, a 
wonderful HD upgrade of a 3DS design that replaced the portable 
version’s sprites with crisp, attractive, much higher resolution art. 
Now, the sequel’s hit Wii U as well — but this one, inexplicably, is not 
redrawn. Say what now? I’d think the team would have wanted the 
extra opportunity to show off their HD skills in advance of Shantae: 
Half-Genie Hero, but instead we get this very odd, still sprite-based 


quick port. Patricia Wagon’s 
firefighting gameplay is still 
fun, at least. - LUCAS 


Get Fit 


Wii FIT U 


THE ORIGINAL Wii FIT made a huge splash when 
it landed in 2008. Billed as a new way to have fun 
while getting fit, the game came packaged with the 
Wii Balance Board, a piece of specialty exercise 
equipment that doubled as a scale. The sequel Wii 
Fit Plus soon followed, adding more activities and 
the ability to set routines. And now, after over a 
year of waiting, the fitness series has landed on 
Nintendo’s newest system with Wii Fit U. 

Before we get to the game, this reviewer would 
like to tell you about his Wii Fit goal! I’m somewhat 
of a skinny guy, but the fat | do have is in areas 
where I'd prefer muscle (mainly in the tummy). | 
plan on doing at least a half-hour of Wii Fit U every 
day until next issue’s full review — that’s over three 
months from when | got started - and I'll record my 
results as well. | don’t really plan on losing weight, 
but rather gaining muscle and vitality. 

After only two weeks of playing once a day, | 
already feel much better when sprinting and don’t 
get winded nearly as easily. (Still working on that 
six-pack though.) On to the game itself! 

This newest addition to the Wii Fit family comes 
pre-packaged with a plethora of established yoga 
poses, strength training workouts, aerobic exer- 
cises and balance games. Players of the previous 
games will certainly feel right at home jumping into 
most of these once again, and they all work just as 
well as they did before. (A few activities have been 
cut, however - most notably Skateboard Arena, Big 
Top Juggling and the hilarious Lotus Focus.) 

Plenty of new activities make their debut 
though, several of which use the GamePad itself. 
Dessert Course, for instance, suits up players’ Miis 
in little waiter outfits and tasks them to deliver 
desserts to eager customers. Not only do you need 
to walk in place on the Balance Board to get to 
tables quickly, but you must use the GamePad as a 
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serving platter piled full of precariously placed 
pastries (and you have to keep them from tipping 
over or falling off). It’s a clever use of both periph- 
erals, and can be quite a workout. 

Another newcomer, The Luge, has players sit on 
the Balance Board and lean back while grabbing 
the sides of the board. As they make their way to 
the bottom of a snowy half-pipe, they must twist 
and turn in place in order to finish quickly — it’s a 
serious test for the abs! Most of the other new 
games, such as a trampoline exercise and a water- 
shooting arcade-style romp, are similarly fun and 
strenuous, and there’s a whole new subsection of 
dance activities that are quite aerobic (you'll need 
two Wii Remote Plus controllers to play them). 

What makes the Wii Fit series great - this entry 
included — is that it manages to make exercise fun. 
As players become focused on getting a high score, 
staying within the board’s balance boundaries or 
seeking targets in a field, it’s easy to forget that 
you're actually working out while playing these 
games. To this end, Wii Fit U is yet another success, 
and even the more athletic gamers out there will 
find something here to challenge them. 

Unfortunately, this sequel seems to contain 
some of the same issues as the previous games. 
Most notably, there’s still too much downtime 
between exercises; | found myself constantly hitting 
A between exercises to get to the next one amidst 
tons of warnings, suggestions to take a break and 
extra chatter from the Trainer. The yoga games are 
all very quick, so it’d be great to go from one pose 
to another in succession, but you have to wait for 
the pose to end, the trainer to evaluate you, the 
game to rate your score, and for it to kick you back 
to the menu before trying another. Thankfully, the 
brilliant "My Routine" feature from Wii Fit Plus has 
returned, allowing you to queue up a full set of dif- 
ferent exercises to the duration you want, and 
that’s really the best way to play the game. (Even 


so, the cool-down time between activities is longer 
than I'd prefer and makes it fairly stop-and-go.) 

The Fit Meter pedometer is one of Wii Fit U’s 
biggest features and lets players track their steps 
outside of the game itself. The meter can track 
altitude as well, and there are numerous goals the 
game sets for players to try to hit while walking. As 
of this article’s writing, it’s been quite difficult to 
find the meter in stores. Balance Board owners 
looking to take advantage of the great promotion 
for the free version (see sidebar) may consider 
getting the Fit Meter from Nintendo’s online shop. 

Wii Fit U is the kind of game that | don’t feel 
comfortable assigning a number to just yet. | want 
to keep using it and see the effect it has on me over 
a longer period of time, and I’m also eager to try 
out the Fit Meter in depth. But as it stands now, I'd 
certainly suggest Balance Board owners give the 
game a try. While the downtime between exercises 
is disappointing and there aren’t as many new 
games as I’d hoped, what is here is still very solid, 
and it absolutely adheres to the initial mantra of 
the series: working out doesn’t have to feel like 
work. Check out our next issue for my final 
follow-up review, and the physical results of my 
workouts with Wii Fit U! - MATTHEW 
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KIRBY: TRIPLE DELUXE 


Nintendo’s pink powerhouse is set to get slapped around by the third dimension. 


EVERYONE’S FAVORITE QUICK- 
CHANGE artist is finally bringing his 
voracious appetite to the 3DS! It’s 
hard to believe that the pink puffball 
hasn’t yet had his own adventure on 
Nintendo’s newest handheld (he’s 
been hanging out on the home console 
scene recently), but now he’s set to 
leap back into portable action. 

Little is known about the story at 
this point, but the game is a 2.5-D 
polygonal side-scroller akin to Kirby’s 
Return to Dream Land on the Wii. As 
usual, Kirby retains his suck-up-and- 
shoot mechanic, as well as his trade- 
mark power-stealing, and several 


popular abilities are already slated to 
make a return: Sword, Fighter, Ninja, 
Ice, and what seems to be a variation 
on the classic Suplex (remixed with a 
new, beetle-shaped helmet). 

As for new features, it seems that 
one of the game’s core hooks will 
involve Kirby hopping between fore- 
ground and background planes, 
similar to games like Mutant Mudds 
and Virtual Boy Wario Land. Our 
rotund hero will not only have to 
contend with obstacles in front of him, 
but ones traveling from the back- 
ground to the foreground (such as an 
adorable yet dangerous Waddle Dee 
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train, or some slap-happy hand traps 
as seen in the screenshot above). 
Finally, we’ve also had an intriguing 
look at an all-new ability as Kirby - 
now rainbow-colored, similar to 
Mario’s star power — executes a sort of 
super-inhale on the environment 
around him, practically yanking up a 
tree from its roots. And while Kirby 
was flying solo in everything we’ve 
seen about the game so far, odds are 
pretty good that Return to Dream 
Land’s popular multiplayer mode will 
appear once again. 

Fully formed movesets for Kirby’s 
powers will also make a return. Kirby 


Super Star on the SNES was the first 
game to incorporate this level of detail 
in the gameplay, and it made for a 
truly varied experience in the combat. 
In fact, the template for the way these 
abilities worked ended up being 
carried into another Sakurai title: 
Super Smash Bros.! 

Fans of the vacuum-suction hero 
shouldn't have to hold their breath 
long for his 3DS debut — it hits Japan 
in January, and will likely go global 
quickly after that. - MATTHEW 
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THANKS TO A steady stream of 
critical software over the past few 
months, the 3DS has become the 
best-selling gaming platform in 
America. It’s easy to forget that just 
over two years ago, Nintendo’s latest 
portable was struggling to finda 
foothold in the market, going so far as 
to receive a drastic price cut to spur 
interest. Even with Super Mario 3D 
Land and Mario Kart 7 just over the 
horizon at that point, players were 
anxious for any original games that 
showed a modicum of promise. 

One such promising title was 
Bravely Default: Flying Fairy, a new 
Square Enix role-playing IP first 
revealed at the 2011 Tokyo Game 
Show. Billed as a spiritual sequel to 
Final Fantasy: The 4 Heroes of Light 
on the DS, Bravely Default is nothing if 
not beautiful - the soft, painted envi- 
ronments are populated by the 


BRAVELY 
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adorable character designs of Akihiko 
Yoshida, whose gameography includes 
Ogre Battle, Vagrant Story, Final 
Fantasy Tactics, Final Fantasy XII and 
several others. 

You can’t talk about Bravely Default 
without of course mentioning its 
ridiculous title - something to do with 
courageously missing a home loan 
payment? In truth, the name describes 
the game’s battle system, which on the 
surface resembles the typical turn- 
based format of Japanese RPGs but 
adds a rather inventive risk/reward 
mechanic. At the heart of combat are 
Brave Points, which allow a character 
to execute multiple Brave commands 
in a single turn at the cost of one BP 
unit per action. Should you instead 
choose Default, your character will 
gain BP in exchange for skipping 
their turn. 


The big twist is that you can spend 
more BP than is available in order to 
overwhelm your opponent, but you’d 
better hope your foe isn’t still standing 
afterwards - because you'll lose a turn 
for each BP unit you owe. 

With amazing art and a clever 
combat system, calls for an interna- 
tional version have been ringing long 
and hard, yet Bravely Default was 
released last October in Japan with 
nary a peep out of Square Enix. It 
wasn't until this past April when 
Nintendo announced that it would 
handle publishing duties for Western 
territories. The wait actually works in 
our favor; the game we're receiving is 
an enhanced update, to be re-sold as 
"Bravely Default: For the Sequel" in 


Japan. Among the changes are three 
save slots versus only one in the 
original, the ability to adjust enemy 
encounter rates, dual Japanese/ 
English audio tracks, expanded story 
chapters, an improved user interface 
and all-around faster combat. 

The most significant addition is 
Bravely Second, a technique that 
allows you to freeze time during 
battles so you can sneak in extra 
attacks. Each use consumes Sleep 
Points, which can only be accumulated 
by placing your 3DS in sleep mode. 
One SP unit is accrued every eight 
hours, preventing Bravely Second 
from being abused; however, you can 
choose to spend real-world money on 
SP Drinks from the eShop to instantly 
gain three SP. Though Bravely Second 
is an optional feature meant to give 
struggling players an extra lifeline, 
there are no doubt a number of 
gamers who may express concern over 
the inclusion of microtransactions in a 
game that previously had none - and 
how this might affect the development 
of future installments. 

That ultimately minor worry aside, 
Bravely Default looks and sounds like 
the kind of fresh experience that could 
reinvigorate JRPG fans’ love for the 
genre. Check it out when it flies into 
stores as Nintendo’s first first-party 
published 3DS title of 2014. - TONY 
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IT WASN'T TOO long ago in these 
magazine pages that I was expressing 
the thrills of slaying beasts in Monster 
Hunter 3 Ultimate — but in Japan, that 
game is old hat thanks to the recent 
release of Monster Hunter 4 for 3DS. 

With roughly 3 million copies sold 
in just a few months, Monster Hunter 
4 is dominating the charts in Japan. 
Capcom has expanded the single- 
player story and finally added online 
multiplayer into this handheld edition 
- a first for the series on a Nintendo 
portable. But that’s just scratching the 
surface! 

The story follows you and a caravan 
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MONSTER HUNTER 4 


traveling across four towns, which is 
quite the departure from the single 
harbor settlement in Monster Hunter 3 
Ultimate. After preparing your charac- 
ter for the hunt (patience and 
planning play key roles in this fran- 
chise), new maps await you, boasting 
new verticality - climbable surfaces 
appear everywhere, bringing a new 
dimension to a series that’s previously 
been pretty flat. 

And this elevation change isn’t just 
for show. Players can now jump on top 
of monsters, riding them like bucking 
broncos while engaging in minigames 
to damage the beasts. 

This new ability adds yet another 
strategy to the already complex 
battling system - and there are more 
additions beyond that. Each strike of 
your sword or swing of your hammer 
now comes with a sense of weight and 
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momentum. You can’t cancel out of an 
attack midway through, which may 
stray from many newcomers’ sensibili- 
ties - but having to commit to each 
attack makes every move meaningful. 

And speaking of weaponry, Capcom 
has opened up the arsenal even 
further with Monster Hunter 4. The 
Charge Axe and Insect Staff are the 
newest additions, with the latter func- 
tioning like the Long Sword (plus the 
ability to shoot bug projectiles). The 
staff also propels players into the air 
as a pole, a fitting tactic for the 
vertical environments. The Charge Axe 
offers two modes: the Sword Mode, as 
well as the Axe Mode. Sword Mode is a 
great beginner combo option, while 
Axe Mode (pictured above) requires 
more finesse. 

The weapons are useless, however, 
without monsters to hunt and capture. 


And this game doesn’t disappoint, with 
new creatures primed and ready to go. 
The shark-like Zaboazagiru dives into 
the ice and will coat itself with a 
glacier-type armor. (Oddly, it also 
puffs up into a huge blob that spews 
ice projectiles, showcasing the fantas- 
tical nature of the game.) The lemur- 
like Kechawacha showcases the new 
verticality of locales, moving above 
and below a canopy while attacking 
hunters. Players can go high and slash 
at the beast’s knuckles and fingers as 
it swings around the environment. Oh, 
and old favorites are back too, such as 
Rathalos, Rathian and Tigrex. 
Unfortunately, there’s still no word 
on a North American or European 
release for Monster Hunter 4. But 
prospects look good for a translated 
release, judging by the franchise’s 
growing global popularity. - EVAN 


-A MARIO? 

. 
Some of Monster Hunter 4’s huge success could be due to Nintendo’s help — in 
Japan, players who visit 7-Eleven stores can obtain Link’s tunic, Master Sword 
and Hylian Shield, giving them the opportunity to slay monsters as the Hero of 
Hyrule. Players also can dress their Felynes (who replace Cha-Cha as your com- 
panions in Monster Hunter 4) in the unmistakable overalls of Mario and Luigi. 


DONKEY KONG COUNTRY: 


TROPICAL FREEZE 


ALONG WITH THE group of Nintendo 
fans who were disappointed that Donkey 
Kong was Retro Studios’ next project 
(instead of a return to Metroid), yet 
another portion of enthusiasts let out a 
collective groan when Tropical Freeze 
was pushed back to into 2014. Whether 
this move was made to give the team 
more time to refine the game or to avoid 
the incredibly busy, double-console 
launch of November is unknown, but 
we've learned a few more tidbits 
throughout the waiting process. 

For starters, Tropical Freeze will 
employ an old mechanic that’s new to 
this series — the ability to pluck items 
from the ground, as in Super Mario Bros. 
2. Not only can this new move be used to 
uncover hidden areas, but you'll also be 
able to throw enemies around for good 
measure. It’s not a drastic departure, but 
it’s more of a shake-up than the "blowing 
on flowers" mechanic from the Wii’s 
Donkey Kong Country Returns. 

One of the most exciting additions to 
the game is the return of Dixie Kong, my 
personal favorite character in the fran- 
chise. Her signature hair-spin move is 
back, which allows her to not only stop 
enemies in their tracks, but also flip and 
fly to previously unreachable areas. Of 
course, Donkey Kong still sports his 
physical prowess, and Diddy Kong is 
again bringing his jetpack along for the 
ride. Donkey and crew will have to take 
on the evil "Snomads" as they trek across 
six islands and take back their home. 


PUBLISHER: NINTENDO 
DEVELOPER: RETRO STUDIOS 
RELEASE: FEBRUARY 2014 


Similar to how Returns had a handful 
of unique stages, Tropical Freeze will 
host a number of interesting areas, like 
Scorch ’n’ Torch, which takes place ina 
burning savannah. Coupled with the 
return of the original franchise composer 
David Wise, the mixture of music and 
mayhem sounds too good to pass up. 

A number of questions are still 
centered around Tropical Freeze, like the 
extent of its GamePad functionality and 
the identity of the mysterious, still unre- 
vealed fourth playable character. (Will it 
be Kiddy Kong from DKC3? King K. Rool? 
Funky? Cranky?) But even without all of 
the information yet, | for one am just 
excited that there’s going to be another 
entry in this storied franchise. 

- CHRIS 


PROFESSOR LAYTON 
AND THE AZRAN LEGACY 


WE'VE BEEN LUCKY with Layton. 

Over the course of the last several years, we've received five 
different Professor Layton adventures here in America. They’ve 
each taken a while to get to us from Japan - as each one required 
an extensive localization — but the waits haven’t been as bad as 
the ones endured by fans living in Europe. They’ve often had an 
extra several months of waiting tacked on for each sequel, beyond 
the American release dates. And that’s always struck me as a little 
odd, since Hershel Layton is an Englishman after all. 

Well, for the puzzle-solving professor’s sixth and final mystery, 
that long-standing wrong has at last been righted: Professor 
Layton and the Azran Legacy is already out in Europe! It launched 
there in early November, while we in the States will have to wait 
until the end of February to play through what is being called the 
end of Layton and Luke’s story, and the last game in the Layton 
series. (Don’t be too saddened by that, though — he'll appear at 
least once more, in next year’s Professor Layton vs. Phoenix 
Wright: Ace Attorney, so he’s not hanging up his top hat entirely.) 

The Azran Legacy will be a fitting send-off for the Layton saga, 
as it will offer the franchise’s largest and most free-wheeling 
quest to date. The Professor, Luke and Emmy will solve puzzles in 
a variety of different locations as always, but rather than being 
restricted to a linear progression from one town to the next as 
past games have done, this installment will allow you to send the 
trio exploring through environments in whatever order you wish. 

The core adventure will of course be composed of progressing 
the storyline through the solving of puzzles (and earning precious 
Picarats for each completed brainteaser), but of particular note 
this time are the extra minigames stowed away in Layton’s brief- 
case. These include Nut Roller (seen below), a challenge that has 
you playing as a squirrel trying to guide a walnut through mazes; 
Blooms and Shrooms, a puzzler that has you directing the growth 
of an out-of-control garden; and Dress Up, which lets you play 
around with the outfits that NPCs in the game are wearing. 

| would have loved to play the last Layton sooner. I’m happy, 
though, that for his final adventure he at last prioritized going 
home to England first. - LUCAS 


NINTENDO. 
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COMIC BREAK 


«But then the next day Such a dexterous theft 
when I woke up and went to || would require 


the Town Halll... an organized 
team... 


I noticed that all of the Like that of the 
town’s had been fruit-loving defendant 


stolen from the orchard! over there! 


Who else 
You have no could, or would, 
evidence he commit such 
was the culprit! a crime? 


It’s obvious! 
It had to be 
the work of a 7 
self-replicating A Iliad acters 
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like a cat! 
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FUN FOR FOUR (OR MORE!) 
THE HISTORY OF 
4 MULTIPLAYER 


THE ARCADE ERA 


IF YOU REALLY wanted to turn back the clock, you could trace 
Nintendo’s multiplayer roots all the way back to the 1800s - 
when the company was founded as a playing card manufacturer, 
printing hanafuda cards that brought groups of Japanese 
gamblers to the table together. That’s a bit too far removed from 
modern day to count it as a true influence, though, so it’s more 
appropriate to go back in time just about 30 years instead. 
There, in the arcades of the early ’80s, is where we can begin 
to follow the company’s natural evolution from creating single- 
player video game amusements to multiplayer experiences. At 
first, the only multiplayer that existed came in the form of a "2- 
Player" button on the control panels of coin-op cabinets like 
Donkey Kong. You'd press it to boot the game into a simple mode 
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BY LUCASM THOMAS 


of alternating play, where one person would take their turn as 
Jumpman climbing to save Pauline, then the second player would 
have a go (after waiting around and just watching for a while). 

Active, simultaneous two-player play would then come 
along through games like 1983’s Mario Bros., which came 
equipped with two joysticks and two jump buttons on the 
machine — a novel innovation at the time. 

That two-player dynamic worked so well, in fact, that 
Nintendo then pushed forward with making it a priority for 
nearly all their future arcade releases. The "Vs." series hit 
arcades with dozens of two-player-focused designs, many of 
them early NES titles like Ice Climber and Urban Champion. 


I 


HIGH SCORE 


1UP 
001500 007650 


ZAZZAASAAA A. 
PASASE RARA 
BRR 


ARR 
POOSAARARRRARAAS 
DRA 


BBA 
P 
if - 


= ZAZA 
SEAR ARRR ARABS 


|l J 
pee a a 


NOVEMBER/DECEMBER 2013 29 


FOUR SCORIN’ 


WHEN NINTENDO STEPPED into the home console market with the Famicom in Japan, multiplayer was a priority - 
there were two controllers included with the system, and both were hardwired to the unit, unable to be removed. That 
design decision promoted plenty of two-player play for Japan’s 8-bit era, but Nintendo of America wisely changed course 
when the system came to the United States two years later. The NES supported two controllers by default too, but they 
could be removed - and opening up those two controller ports on the front of the unit let two critical peripherals be 
plugged in there, years later. 
The NES Four Score and the NES Satellite were the two official four-player adapters for the 8-bit machine. Owning 
either one would allow you to experience Nintendo’s first-ever four-player games! It was a major breakthrough, and yet, 
the library of compatible titles remained restricted to a couple dozen sports sims like NES Play Action Football (to the 
right, pictured on the cover of Nintendo Power’s "4-Player Extra" special from late 1990). It all went back to Japan’s two- 
and-only-two controller decision for the Famicom — four-player play wasn’t a priority for the company in 1983, so devel- 
opment of four-player games in Japan didn’t take off in the 8-bit era. 


STRATEGY 


NINTENDO. 


LINKING UP 


MULTIPLAYER SEEMED NATURALLY unsuited to portable 
video gaming when Nintendo expanded its empire to include the 
Game Boy just before the end of the ’80s. You had this single 
device in your hands, with a single set of controls built into it, 
equipped with a tiny, green screen that you and only you could 
stare at comfortably (hopefully) — how could it possibly support 
more than one player, other than by handing it back and forth 
between friends taking turns? 

Enter the glory of the innocuous Game Boy Link Cable. This 
simple black coil of wiring held black magic inside, as it fused 
two friends’ handhelds together into a joint, two-screened, two- 


player head-to-head wonder that unlocked great gameplay expe- 


riences from Day 1, like the unappreciated two-player mode of 
Tetris that featured Mario and Luigi cameoing to represent 
Player 1 and Player 2. 


okay, connect the 


[cable like sof 
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The Game Boy Link Cable would go on to enjoy a long and 
storied career, riding alongside the massive success of the 
system itself — it allowed portable players to face off in the 
limited monochrome ports of games like Street Fighter II, blast 
each others’ smiles off their floating faces in Faceball 2000 (the 
first first-person shooter on a Nintendo handheld), and it even 
expanded to encompass four-player play with an extra adapter 
that shipped alongside Nintendo’s F-1 Race. 

But everyone already knows what the most impactful, truly 
important influence of the Link Cable was — it was the means 
through which the popularity of the Pokémon franchise was 
made possible. Without the link, the critical multiplayer aspects 
of Red and Blue - trading and battling —- wouldn’t have been 
available. Pokémon would never have grown into the pop culture 
giant it is today if its first games had been single-player only. 
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NINTENDO’S SECOND HOME console was once again constructed chiefly with two players in mind, so multiplayer maxed out at a duo 
for its first few years. In 1993, though, the player expansion went all the way up to five with the release of Hudson’s Super Multitap adapter, 
a device chiefly made for the company’s Super Bomberman games. (A perfect match — multiplayer Bomberman is still one of the best 
gaming experiences ever.) Several other companies put out their own multitaps and several games took advantage of their ubiquity, 
bringing us great designs like a perfect home port of the two-on-two arcade action of NBA Jam and the ground-breaking Secret of Mana, 
which let three adventurers set out together on an epic Square Enix quest. (Few five-player games emerged, beyond Bomberman.) 
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INFRARED CONNECTION 


POKEMON WASN’T LAUNCHED in America until 1998, when the original Game Boy 
hardware was on its way out the door. It was soon replaced by the new Game Boy Color, a ma 
system that took up the torch in time to play host to the series’ brilliant Gold and Silver 
sequels — but for all the upgrades offered in-game there, the multiplayer experience of 


monster trading and battling was largely the same. The Link Cable was still needed for À ey) 
communication between systems, so this era held multiplayer in a bit of a stasis a’ a 
mode. The one exception? The GBC’s quirky infrared sensor. a 
Ta A 


It was used by only a handful of games, and so 

didn’t have any real, meaningful impact 
on the way players’ experience of ~a 

connecting with and playing games 

with others evolved. Still, it was 
neat to try out a time or two, 
in games like Pokémon Trading 

Card Game, which would give you 

a free card for IR-zapping a friend’s GBC. 
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NINTENDO! 


han the Nintendo 64 hardware era to the development of that reputation. Just look at that lineup! So many of 
the franchises that the company continues to turn to today for multiplayer-focused hit after hit got their 
start on the N64. 

Mario Kart had debuted in the previous generation, but Mario Kart 64 was the first to include 
our-player support and lay the foundation for each and every sequel to come after. The first 
Mario Party invented an all-new genre of gaming - the party game — and mastered it 
within its first few sequels, expertly combining a board game structure with fast- 
paced minigame fun. Super Smash Bros.? Maybe the biggest Nintendo franchise 
here is today - certainly the one whose sequels are the most hyped and 
anticipated out of all of them - and it all began here, on the N64, thanks 
o the sheer joy that came from four friends all beating the snot out of 
each other at the same time. 

Building in four controller ports from the beginning was the key - it 
insured that all N64 owners could enjoy all of these games. And they did. 
What about GoldenEye? Flip to Page 45 for that one! 


GOING WIRELESS 


GAME BOY COLOR may not have made many strides in helping Nintendo 
develop as a multiplayer-focused company, but the Big N absolutely advanced 
in the Game Boy Advance era. Though Link Cables were still the order of the 
day to begin with in 2001 (and the system got off to a bit of a rocky start 
otherwise, with problems like a screen that was too tough to see), the back 
half of the GBA’s four-year block as Nintendo’s active handheld introduced a 
significant technological leap for the company — portable wireless connectiv- 
ity. 
And can you guess which game series got to champion the cause again? 
Good old Pokémon had grown into a true juggernaut by this point, 
so much so that Nintendo decided to tap into the nostalgia that had 
already been built up for the series’ first installments — just about half a 
decade after their release. Perhaps it was that proximity in time that 
prompted the decision to pack in this new peripheral, to add some extra 
value and a neat novelty factor to the purchase — but whatever the 
reasoning, it was Pokémon FireRed and Pokémon LeafGreen that came 
bundled with the all-new Game Boy Advance Wireless Adapter. 
Truthfully, it was limited - another Nintendo accessory 
that only saw support from a handful of games. And yet it 
became that critical next step in how multiplayer was 
handled for Nintendo overall — it cut the cord 
of the Link Cables that had been the 
standard for over a decade. Connecting 
with a friend to play was beginning to 
get a little bit easier. 
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NINTENDOS 


THE GOLDEN AGE 


NOW WE'RE TALKING. When it comes to Nintendo being known as a multiplayer-game-making powerhouse, no time period was more critical 


SQUIRTLE® L5 
h CHARMANDER® Lu5 
a 
Th 


What will FIGHT BAG 
IRMANDE! POKeMON RUN 


FEATURES 


THE MASTERPIECE 


IF YOU WERE to try to pick just one game to represent Nintendo multiplayer - 
just one game to encompass the feeling of getting together with a group and 
enjoying that unique shared experience, I’d say that you’d have to pick Super 
Smash Bros. Melee. It’s a masterpiece of design — the perfect refinement of the 
foundation the 1999 original Smash had established, and released only two years 
later, right at the beginning of the GameCube’s life cycle. It helped solidify the Cube 
in sales, and it’s proven itself to have power well beyond that era - it’s still played 
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NINTENDO’S FOURTH CONSOLE was an odd one, and chief 
among the reasons making it seem so strange was the company’s 
continued desire to advance their command of multiplayer 
gaming - so they attached a carrying handle to the back of the 
GameCube, to make it easier for gamers to pick it up and take it 
over to a friend’s house to play. Whether or not people actually 
took advantage of that, | don’t know — but the Cube’s software 
lineup at least made further strides. Mario Kart: Double Dash!!, 
four more Mario Party sequels and the superb F-Zero GX were 
standouts (along with Super Smash Bros. Melee, of course). 


AGE OF CONNECTIVITY 


E3 2003 WAS a failure. That’s what most people thought at the time, that is. Nintendo 
just didn’t show up with enough great software — there was no major new announcement 
that really wowed the expo attendees, no big Mario or Zelda sequel to show off. Instead, 

the company spent its time pitching this odd little tethering cable that linked the 
GameCube and the Game Boy Advance together . . . and it was brilliant! Seriously — think 
about how far ahead of the times the Big N was with this second-screen concept. 
Every company is pushing "second-screen" experiences now, wanting you to 
use a tablet or smartphone to have a second display available while the 
main game happens on the TV. Nintendo did it first, a decade ago, with 
imaginative games like Pac-Man Vs., The Legend of Zelda: Four Swords 
Adventures and Final Fantasy: Crystal Chronicles, all of which did unique 
things with that second screen held in players’ hands (often hiding key 
information from others in multiplayer play). That "asymmetric" 
gameplay went on to become the foundation of the Wii U! 


AMEB 


GAME BOY ADVANCE 
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LET’S REVIEW WHERE we've been so far. Nintendo, a company that’s been bringing game players together since 
the late 1800s, initially focused on single-player experiences when competing in the arcade era of the early 1980s. But 
a shift to first two- and then four-player support as a priority for the company took place over the first few generations 
of home console and handheld hardware, with the hardware itself serving as the strongest indicator of what kind of play 
was being most promoted - the two hardwired controllers on the Famicom encouraged two-player play; the availability 
of four-player adapters pushed gaming in a quarter (first in America, then everywhere); the Game Boy Link Cable 
brought together players who'd otherwise have been naturally separated by the singular scope of that early 
handheld; the Nintendo 64 prioritized four-player play right out of the box with its four built-in controller 
ports, eliminating the need for any extra adapters; and around the turn of the millenium, Nintendo had 
grown comfortable enough with their leadership position in the local multiplayer side of the 
industry that they'd begun to experiment with wildly different styles of four-player play 
that were so ahead of their time that, often, they were written off entirely. (But, of course, 
still a ton of fun to play.) 
It’s a lot to take in, as a lot of ground was covered in just about 20 years. Having 
arrived at that point of asking "what more can we do in the living room?," 
hough, there was one easy answer available in the early 2000s - going 
online. Nintendo was famously slow to step into online gaming, 
but finally began to fully embrace the possibilities in 2005 with 
he DS portable hardware and the launch of the Nintendo 
Wi-Fi Connection service. Mario Kart DS was the 
champion this time, and it helped that it was an 
incredible Kart sequel even without the Wi-Fi. 


= 
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it WOULD LIKE TO PLAY 


WE’D NEVER SEEN it before, and we'll likely never see it again - Nintendo captured lightning in a bottle with the launch of the Wii in 

2006, creating a pop culture phenomenon that blew the competition away to sell millions upon millions of new game consoles. There was 

a hardware shortage for years! Every family in the world wanted one, it seems, and it was primarily thanks to the powerful social force that 
was Wii Sports, a multiplayer sensation that got Mom, Dad, your grandparents, your siblings and weird Uncle Jeff up off the couch to move 
together. The Wii Remote’s revolutionary new motion control was perfectly paired with universally accessible, packed-in sports games, each of 
which supported more than one player at a time. The Wii was a cultural event. Retirement homes even set up bowling leagues with it! 

Beyond the initial fervor for Wii Sports, Nintendo maintained multiplayer momentum over the course of the system’s six years in the spotlight by constantly giving 
more Wii Remotes away — you could get an extra one packed in with Wii Play. Boom, that game then sells over 28 million copies (the biggest sales total ever for a piece 
of non-bundled software). Other games were elevated to incredible success by riding the momentum of the system too, like Mario Kart Wii (which is five and a half 
years old now, and still being included in new hardware bundles) and New Super Mario Bros. Wii (which brought four-player to Mario for the first time!). 
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PLAYER 5 


AND SO WE finally come to today. We can’t look back on the 3DS and Wii U with 
hindsight yet, but it’s possible one or both will further transform the way multiplayer Nintendo 
games evolve - and it’s likely in both cases, as we’ve already seen examples that will no doubt go 
down in history as more key milestones. The 3DS has fully embraced online connectivity after the DS and 
Wii's slow start, and the recent release of Pokemon X and Y revolutionized the process of trading and battling 
once again - 20 years ago, you had to be standing in the same room with another player and string a Link Cable 
between your Game Boys. Today, you can tap the touch screen a few times and connect with a player on the other side 

of the planet instantly. Local multiplayer’s evolution continues through the Wii U, which has embraced asymmetric 

gameplay as its calling card and expanded the ideal gamer group number from four to five with the GamePad and its 
frequent use of unique "Player 5" experiences. Developers have only just begun to tap the multiplayer potential of the Pad! 


FEATURES 
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HOW TO THROW A 
NINTENDO PARTY 


Throwing a game party is easy, right? Just grab a few party games and let people have at it! But what if you forgot to unlock 
that character? What if one of your controllers ran out of batteries? If you plan a little more, you can have a creative 
Nintendo Party that people will remember and crave enough for a sequel. 


THE VENUE THE FOOD 


A TOURNAMENT CAN be held in almost any venue that has access to a BY THROWING SEVERAL tournaments, I’ve learned several things 
TV with multiple inputs and has room for your guest list. Try to have an about food and drink when it comes to gamers. Gamers don't like distrac- 
eating area, an area behind each TV to watch the action and a place to tions, so when they are in a competitive setting, they don’t want anything 

hide all of the cords. The eating area should be separate from the action, to debilitate or potentially alter their gaming skills. While, stereotypically, 

and all drinks should have an easy way to be marked (cups and markers) gamers may love energy drinks and chips, they may not want these ina 
and set aside from the gaming to minimize potential spilling. A CRT TV and tournament setting because the caffeine could get them too hyped up, 
an HDTV is probably the best setup, so you can use both new and legacy and the chips can make hands greasy. Also consider all of your equipment. 
systems. (Then you can look cool while showing off your game and system You don’t want a bunch of greasy controllers! | find that non-greasy, grab- 
collections while at the same time showing your party skills.) Allow time and-eat snacks are the best. Nothing that needs plates or utensils. 
in-between rounds for swapping, and make sure the swapping of either (Maybe just a napkin for crumbs.) For food, pretzels, nut mix (not too 
games or systems can be done quickly and easily. Having more than two salty), mini-desserts not covered in chocolate, fruits that aren’t too juicy, 
TVs can limit the time between rounds for swapping out systems and crackers and cheese, and baked appetizers that won't leave hands 
games, but isn’t necessary. Many Nintendo systems use the same outputs. needing ten napkins are all great options. For drinks, sodas without too 

For example, N64 and the GameCube share the same RCA output cord, so much caffeine, water, and maybe Gatorade/Powerade. Juice boxes aren’t a 

with one RCA switcher, you can easily have the NES, SNES, N64 and bad idea either. Just remember to have it all set up apart from the action 

GameCube on the same input on the TV. Also utilize backwards compatibil- so people aren’t guarding drinks or making messes when things get crazy. 
ity - you can have two GameCube games going at once on two different 

TVs by utilizing the GameCube and the Wii. By the same end, two Wii 
games can be played at once by using the Wii and Wii U. It is imperative to 
test everything the way you want it setup before the party! 


BY BRETT MARTIN 


KNOW ag 
YOUR FRIENDS v 
ANY FOOD ALLERGIES? Experts vs. beginners? Do they all know each other? These ( 6 A 


are things a good host should consider. Make sure you mention things that you plan to 
serve, like nuts, in the invite. That way you may be able to avoid problems early. Also, 
allow people to bring guests you may not know. This can expand your friend group and 
make people more comfortable around people they may not know that are coming to 
the party. This will require more planning in the games department, but it isn’t too 
hard and makes for a better overall experience. The easiest part is to be welcoming 
and friendly so they will consider coming again. Trust me, you’ll want to throw another 
one of these if it’s even remotely successful! Offer drinks and food when they arrive 
and let the guests mingle. Gamers will inevitably have something to talk about, even if 
they don’t know each other. There is so much going on in gaming now that a topic will 
easily come up that everyone has an opinion on. Even non-gamers will have interesting 
things to say, or at the very least, an opening to educate them about your favorite 
obby. Knowing the crowd will help you choose which games to play. Do you have some 
ighting game experts? Are some of them pros at first-person shooters? Do you have 
some people who've never touched a video game? Consider leveling the playing field. 
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STRUCTURE 


IF YOU DON’T plan ahead, it will be obvious during the event. I’ve 
always structured my parties the same way, but there’s always wiggle 
room to be had. First, decide how many games you’d like to play, or start 
with a few genres that are good for competition. Fighting, puzzle, FPS, 
racing, minigames, retro, rhythm/music and sports are some staple 
genres in multiplayer. | tend to have six to eight rounds in the whole tour- 
nament, with two games in each round being played simultaneously. One 
game per round can be done, but it can lead to a lot of spectators getting 
slightly bored. The toughest part of planning is making sure each game in 
the round will last about as long as the other one. Try to play a round with 
a friend and time how long you think an average bout might take. Still, it’s 

difficult to plan because a gamer might completely obliterate an 
opponent, or a very even match might run over. Your guests will most 
allow for some wiggle room and take that time to snack some more. 
nt your guests and try to match them up into four teams. The host 
should only play if there are gaps on teams. It’s important for the host to 
o remain impartial. As long as you have four teams, any amount of 
ple on a team are possible. To ensure that it’s a fair battle, you can 
easily randomize who ends up on each team. Take a deck of standard 
playing cards. Pair all the kings, queens, etc. for every set of four people. 
Mix up the cards and have people draw them blindly out of the host’s 
hand. Designate sections of the room, and call out the suits. Spades will 
meet in one section, hearts in another, etc. Once everyone is on a team, 
evaluate the teams. (Now is the time that knowing your friends helps the 
most.) If you see a particularly vicious pairing of expert gamers, the host 
should pull an audible and switch them around a bit. It will be easy to call 
out teams - like diamonds vs. clubs — and you’ll need to be sure that each 
team will play each other an equal amount of times in the tournament. 
This should all be set up ahead of time too. Each game will have to be 
tested for setup. Some games will require getting through a series of 
menus, setting up handicaps, selecting characters, or unlocking sections. 
Try to leave nothing to chance and plan as much as you can. Make sure all 
of your necessary accessories have batteries or are charged. Organize 
memory cards if necessary, but it’s best if the base game with no unlocks 
necessary can be used. You may even want simplistic backup games if 
something goes wrong. 


THE GAMES 


LITERALLY ANY GAME can fit inside a tournament if you think about it. 
People will jump to Super Smash Bros., Street Fighter, Mario Kart, Tetris, 
Guitar Hero and Wii Sports as obvious choices that have immediate and 
easily recognizable winners, but what about the original Donkey Kong, 
DuckTales, or even Brain Age? If a game tallies a score, you can have 
several different people in the tournament post top scores. The person 
with the highest score takes the round. Games can be played on the TVs, 
but you could also ask partygoers to bring their handhelds and create a 
linked match. People love surprises, and almost everyone has had some 
exposure to early NES games or the Wii. Leave the complicated games to 
the expert gamers, but leave room for games that beginners can enjoy 
and pick up quickly. If a game is especially complicated, allow time for a 
short practice round. Try to make it fair and add a game that anyone can 
win. Wii Sports titles are good for this, along with Pac-Man Vs., simple 
puzzle games, dance games, party games with minigames, or obscure 
games where everyone is essentially on the same level. At the same time, 
have solo games, two-player games and even some four-player games to 
shake things up. Each winner of the round will get a point. You can make 
certain games worth more points if they’re more difficult or if some teams 
are lagging behind. The final round is a great time to shake things up, like 
making the round worth more points or pitting rivals against each other. 
You can add points for doing special things in each game, like accomplish- 
ments you can think of in advance, or even award players for good sports- 
manship. Always add a rule that each person on each team must play at 
least once to win so one player doesn’t hog the controller. A party with 
eight rounds lasts around five hours. It may seem like a long time, but the 
rounds can take a while and there is plenty of action to keep people enter- 
tained. Plus, you could always limit it to fewer rounds to shave time off. 


GAME RECOMMENDATIONS 


RACING FIGHTING PUZZLE 

Mario Kart Super Smash Bros. Tetris Party, 
(Double Dash!! or Wii), (Melee or Brawl), Kirby’s Avalanche, 
F-Zero X, Killer Instinct Gold, Tetris Attack 
Kirby's Air Ride, Super Street Fighter II, (or Pokémon Puzzle 

Sonic & Sega All-Stars Soul Calibur II League), 
Racing Boom Blox, 
Bust-a-Move 


(or later sequels 
that have a Vs. mode), NES Ice Hockey, DuckTales (high score (Battle Mode found in 
Donkey Konga, 


Samba de Amigo 


SPORTS HIGH SCORE OTHER 
Wii Sports Tennis, Donkey Kong (limit to Pac-Man Vs. (4-Player), 
Boxing or Bowling, one life or a level), Super Mario All-Stars 


NBA Hangtime, in one level), SMB3), 
NBA Jam, Brain Age WarioWare: Smooth 
NFL Blitz, (Calculations x 100), Moves, 
Super Dodge Ball, Galaga, Mario Party 8 
Mario Sports Mix Super Mario Bros., (Crown Showdown - 
Mega Man, 4-Player Games), 
New Super Mario Bros. Star Fox 64’s Battle 
(Wii or U), Mode, 
Sonic the Hedgehog, Super Mario Kart’s 
Mario Paint’s Coffee Battle Mode, 
Break Raving Rabbids 
(various party games), 
GoldenEye 007 


Hopefully you now have the tools for an inventive party and a great 
time. While this may seem like a pretty specific setup, these tips and 
suggestions can easily be rearranged, divided up or injected with your 


own style to make it your unique event. After all, that is just what it is — 
y q , J 
your event — so make the most of it! | guarantee it’s a blast! NE 
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| might have waited years longer to discover the joys of four-player gaming had it not been for the 
influence of 7UP soft drinks. The 7UP company’s advertising in the late 80s and early "90s produced the 
anthropomorphized “Cool Spot” character, a living, dancing, sunglasses-wearing version of the simple red 
spot seen in the beverage brand’s logo. Spot starred in several TV commercials, and was so successful 
there that he ended up crossing over into other media - like video games. One of his first was simply 
called “Spot: The Video Game” on the NES, and was basically just a piece-capturing board game in the 
style of Othello or Reversi — but Spot brought a spark of personality to the design with goofy animations 
that would appear each time players moved a piece on the board. Though my brothers and | owned an 
NES Four Score peripheral, Spot was somehow the only four-player game we ended up owning. It 
brought us hours upon hours of entertainment all on its own, though, as it was immensely satisfying to 
pick just the right combination of moves to send Spot pole-vaulting across the board and landing next to 
the last of your foes’ pieces, eliminating them from the game with a stomp of his foot. - LUCAS 


SPOT: THE VIDEO GAME 
NES, 1990 


MULTIPLAYER MARIO 


COMPETITIVE 


BREAKING FREE FROM Donkey Kong’s gorilla grip, the carpenter- 
turned-plumber Mario got an arcade game of his own in 1983 called 
Mario Bros. Introduced as a second playable character was Mario’s 
younger brother Luigi — thus the stage was set for what would become 
gaming’s greatest sibling rivalry. 

Mario and Luigi shared the same screen, clearing the sewers of 
enemies for points, impeding the other’s progress by any means neces- 
sary, whether by shoving into their side, stomping their head or punching 
the platform they’re standing on from below. They may have been 
brothers and business partners above ground, but in the pest-infested 
underworld of New York City, all ties were severed. 

The larval state of Mario multiplayer took a sinister turn in the 
landmark Super Mario Bros. The title screen advertised a "2 Player Game," 
but rather than a cooperative platforming adventure through the 
Mushroom Kingdom, this mode forced players to take turns, with control 
changing hands only when one player lost a life. To add insult to injury, 
progress wasn’t shared — the second player had to start at the last stage 
they were on rather than resume where the first player left off. Countless 
tears were shed back in the ’80s as heartless children would trick friends 
and family into taking up the second controller, only to completely hog 
control themselves with their platforming prowess. 

Super Mario Bros. 3 sported an improved two-player mode that alter- 
nated turns either when a player died or when they completed a level. 
Players could even skip past levels that the other had cleared. Naturally, 
there were all-new ways to betray friends and deny them of their spoils. A 
marker on the overworld map indicated the position of the player sitting 
out their turn. If the other player passed over that marker and either 
player hammered the A button fast enough, they entered a recreation of 
the original Mario Bros., with the goal of defeating the most enemies or 
collecting the most coins in order to gain control of the board. Players 
could also steal the cards that the other earned from clearing levels - 
collecting three cards would grant extra lives, making them valuable 
commodities. 

Future sequels, including the SMB remake in Super Mario All-Stars on 
the SNES, would retain the SMB3 method of alternating turns, promoting 
head-to-head competitions to see who could progress the furthest. What 
they didn’t offer, outside of the Mario Bros. minigame, was simultaneous 
play. That wouldn’t arrive until Super Mario Bros. Deluxe, a 1999 Game 
Boy Color port of the NES original, which included a versus mode pitting 
Mario and Luigi against each other in an actual side-by-side race through 
a series of remixed levels. 


THEN 


COOPERATIVE 


THE THING ABOUT sibling rivalries is that one minute they’re at each 
others’ throats and the next minute they’re the best of friends. For all the 
preferential treatment Mario receives, Luigi keeps coming back for some 
good, high-spirited tag team action. You could certainly play the Mario 
Bros. arcade game as no-holds-barred one-upmanship, but it was just as 
rewarding (and definitely more efficient) to play in cooperation, with one 
player flipping enemies over from below as the other went in for the 
finisher. 

Multiplayer in Super Mario Bros. may have been poorly designed for 
joint play, but that didn’t prevent SMB from becoming a mesmerizing 
group activity. So wild and imaginative was the action that even specta- 
tors who chose to never pick up a controller at all enjoyed just watching 
someone else warp through pipes and kick Koopa Troopa shells. In 
defiance of the half-baked two-player option, children would often select 
the "1 Player Game" and trade off the controller at regular intervals, 
carrying each other to victory and compensating for their partners’ short- 
comings. This emergent brand of teamwork wasn’t exclusive to SMB, but it 
most certainly had an impact on young gamers’ appreciation for joint play. 

Nonetheless, Super Mario Bros. 3 and Super Mario World did much 
better jobs of leveling the field and giving both players more productive 
roles. Since players could now skip levels that the other had cleared, 
running into a seemingly insurmountable challenge could be solved by 
etting your partner give the stage a try. Obstacles that would otherwise 
put a premature end to your progress and sour your fun would no longer 
be an issue — no plumber left behind! 

Super Mario World took cooperation a step further by allowing Mario 
and Luigi to share lives - tapping the L and R shoulder buttons together 
while on the overworld map would initiate the exchange. As long as one 
player was skilled enough to farm enough 1-ups for two, you could be as 
generous as you so desired to guarantee that the more accident-prone 
player would never have to fear the Game Over screen. 


WRITTEN BY TONY PONCE 


MULTIPLAYER MARIO 


NOW 


COOPERATIVE 


DESPITE PAST EFFORTS to turn Mario gaming into a group experience, 
the multiplayer holy grail of simultaneous co-op would elude us for over 
20 years. During the early NES years, Nintendo actually prototyped a 
co-op platformer with a focus on vertically scrolling levels, but the 
hardware was not powerful enough to yield a polished product. (That 
prototype later morphed into the single-player-only Super Mario Bros. 2, 
by the way.) 

In 2007, Nintendo released Super Mario Galaxy on the Wii, which 
invited a second player on Mario’s cosmic quest. The companion did not 
control Luigi, however, but instead used the Wii Remote pointer to direct a 
star cursor to collect and shoot Star Bits, freeze enemies temporarily or 
even give Mario a jumping boost. For Super Mario Galaxy 2, Player 2 was 
no longer a formless construct but a new character named Co-Star Luma, 
who retained most of the pointer abilities from the first game in addition 
to being able to directly attack enemies and pick up distant items. It 
wasn’t quite the level of cooperation that fans were expecting, but these 
modes were successful in attracting more casual audience members who 
typically considered such games to be overwhelming. 

The grail was finally acquired in 2009’s New Super Mario Bros. Wii, in 
which not two but four players — Mario, Luigi, and two unnamed Toad 
retainers — ventured together through a traditional 2D Mario platformer. 
Teamwork allowed for such maneuvers as lifting each other up to reach 
high ledges or coins, tossing friends out of harm’s way or pounding the 
ground in unison to generate a screen-clearing earthquake. And if ever a 
player felt intimidated by a particular hazard or two, they could enter a 
protective floating bubble at any time, becoming invincible - at the 
expense of control over their character. This way, they could let the more 
skilled players advance and avoid dragging down the rest of the team. 

New Super Mario Bros. 2 continued the multiplayer mayhem - albeit 
with only two players — as did New Super Mario Bros. U. This month’s 
Super Mario 3D World aims to translate that style of cooperative play from 
a side-scrolling perspective into 3D. Read our review in this issue to see 
how it fares! 


ILLUSTRATIONS BY MATTHEW TARANTO 


COMPETITIVE 


MARIO MAY ACT like a plucky and congenial scamp, but behind the 

well-groomed facial hair lies one heck of a competitive streak. During 
the period when mainline Mario games were solo affairs, any multiplayer 
shenanigans were relegated to competitive side modes. All four Super 
Mario Advance titles on the Game Boy Advance (as well as Mario & Luigi: 
Superstar Saga for some reason) included an updated version of the 
classic Mario Bros. that bumped the player count up to four. Super Mario 
64 DS also introduced a four-player mode in which Mario, Luigi, Yoshi and 
Wario raced to collect the most stars within a time limit. Entertaining dis- 
tractions, sure, but nothing earth-shattering. 

Then along came New Super Mario Bros. Wii to claim the title of 
"Destroyer of Friendships." Nintendo may have presented it as a great 
uniter, bridging the new generation of gamers and the older set who grew 
up with Mario in the glow of the living room tube, but the truth is that 
there is no unity without division - and NSMB Wii was there to draw the 
battle lines. 

Simultaneous four-player platforming demands ample space, and 
NSMB Wii notably lacked the extra elbow room. The characters would 
jostle one another as they vied for position on ever more narrow plat- 
forms, and all this unintentional shoving was bound to send a hero or two 
into a bottomless chasm. And when someone tried to run ahead of the 
pack, the entire screen scrolled, forcing players in the rear to miss out on 
unclaimed coins and items. With all these restrictions and unwarranted 
deaths, friendly gatherings would inevitably devolve into all-out war. 

Look at those lollygaggers safe in their protective bubbles while you do 
all the grunt work! They deserve to have their bubbles popped just above 
a lava pit or in the direct path of a Bullet Bill! Item Boxes produce enough 
power-ups for every player, but who's to say that you can’t collect them all 
for yourself and leave the others hanging? Serves your "pals" right for 
chucking your body at that Star Coin suspended over the infinite void in 
the previous level, sacrificing one of your hard-earned lives! 

New Super Mario Bros. U stoked the flames further by allowing a fifth 
player to generate platforms anywhere in the level by tapping the Wii U 
GamePad’s touch screen. A means to construct safety nets for fellow 
players’ mistimed jumps, or a devious contraption that could plant 
obstacles in their paths without warning, sending them plummeting to 
their doom? The temptation to do ill was just too great! 

Now that Super Mario 3D World has arrived, will the circle of betrayal 
finally be broken, or will it continue unimpeded? 

Probably the latter. 


HORLO TIME 
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THANK YOU MARIO? 


YOUR QUEST IS OVER, 
HE PRESENT YOU A NEH QUEST, 
From damsel in distress to hovering heroine, Princess Peach 
Toadstool has seen a lot during her tenure of over 25 years as 


the Mushroom Kingdom monarch and Marios love interest. 


PUSH BUTTON B 
TO SELECT A WORLD 


SUPER MARIO BROS., NES, 1985 


Joins the cast Gets her own game! 


Te of Super Smash Rejoins Mario, 
b: Bros. Melee ®© _ Luigi and Toad 
Ti a ' as a playable 
$ Le on, character 
Becomes a playable - /® 
Makes her hero for SMB2 
debut The movie bombs 
at the box office f 
Is immediately kidnapped `% Gets kidnapped > > c 
by Bowser again in SMB3 Kidnapped Kidnapped Kidnapped 
“ 
Kidnapped Kidnapped Kidnapped 
...and 
again, in i i i 
Bae Mario World Gets snubbed by Hollywood when Kidnapped Kidnapped Kidnapped 


Daisy's the one picked for the SMB movie 


(Please don’t make us sort all of these out) 
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EXTRA LIFE 


9909909090 90900 


NES, 1988 


Is this the real life, or is this just fantasy? Real 
and dream worlds would collide here, and in 
stepping away from the setting of most of her 
kidnappings, Princess Peach was able to strut 
her heroic stuff early on in her career. Though 
she was the slowest and weakest of the heroic 
quartet that liberated Subcon, her ability to 
float for a brief period made her a fan favorite 
among players in the early NES era. 


This is dreadful news 
AWTU HOnRible set 


SNES, 1996 


In something of a twist, an attack by the 
Smithy Gang led to a game that would both see 
Peach kidnapped — twice - and become an 
active combatant, all in the same adventure! In 
battle, Peach could bring the pain with an 
assortment of weapons, such as a frying pan. 
And not only could she dish it out, but she 
could also heal fellow party members (like 
Bowser!) with her legendary magical powers. 


DS, 2006 


Two decades after her first appearance, Peach 
finally got to fly solo in her own sidescrolling 
platformer. When Bowser’s minions attack the 
Mushroom Kingdom with the newfound power 
of the emotion-manipulating Vibe Scepter 
while Peach is away, it’s the Mario Bros. who 
wind up captured! As she wasn’t affected by 
the scepter itself and kept full control of her 
emotions, Peach was able to master the power 
of the four different key emotions while taking 
the battle to Bowser’s doorstep in his new 
hideout on Vibe Island to rescue the Bros. 


Wii U, 

ORAN 2013 
Playable for the first time in a 3D 
Mario adventure, Peach joins her crew from 
Super Mario Bros. 2 as they pursue Bowser 
through the Sprixie Kingdom - in fact, she’s 
the first to give chase! Now, Peach not only 
brings her hovering ability, but can also use 
the same power-ups the Bros. have been 
using for years, like Fire Flowers (recalling 
the colors of her original appearance), as 
well as new powers like the Cat Suit! 


PRINCESS PARTNERS 


When Mario needs a partner for tennis, he has Luigi to 
turn to. Similarly, Wario has Waluigi, Bowser has She's the princess of the 
Bowser Jr., and DK has Diddy. So who does a princess Mushroom Kingdom, yet we 
have? A fellow princess, of course! Daisy, the princess never see her wield any 
of Sarasaland, first appeared in 1989’s Super Mario political power. Perhaps 
Land for the Game Boy, but has since shown herself to Bis fi head? 
be a close friend, acting as Peach’s sister-in-arms for she’s just a figurehead? 
sports and other events. While Daisy has yet to make a decane 
a rednead, then 
had brown hair, 


\ 
proper non-Trophy appearance in the Smash Bros. 
cess’s yellow gown as an alternate costume in both ' then blonde. 
Super Smash Bros. Melee and Brawl. N y Does she dye? 


series, Peach has donned the more tomboyish prin- N 
“Listen everyone! J 


Let’s bake a 
delicious cake... ~“ 


for Mario.” 


She used to be 


Credited for her ability to hover is her long, billowy dress, though 


Super Princess Peach seemed to disprove this notion. Also, it used to ~ 
be white and red, which it turns when she gets fireballs. Wait, could 
she have just fireballed Bowser in the back in the first place?! 


E She may be 
the slowest 
WEAPON OF CHOICE a 
but she can 
From the time she was a baby (in Yoshi’s Island DS) to lift giant 
more recent adventures, and even in Super Smash turnips and 
Bros., Peach has often kept a parasol close by her side. foes with the 
In addition to wielding it as a formidable weapon, she 


: ae : A N best of them! 
has also used it to aid in her trademark hovering while N 


jumping, rather than use her dress. So great is its 
floating ability that Peach’s Parasol is even one of the 
available gliders in Mario Kart 7! While she usually runs 
with a pink version, her solo outing in Super Princess 
Peach saw her swap it for another given to her by 
Toadsworth. This yellow parasol would turn out to be a 
sentient being named Perry, whose mysterious past 
involves being stolen away from his adopted grandpa 
and being magically transformed into the umbrella-like 
state he now assumes. Stranger than his origin is the 
fact that Perry has not been seen with Peach since the 
end of their Vibe Island adventure, 
leaving us to wonder if he still 
hangs around Peach’s castle, 
or if he found a way home. 


l 


ITS NEW TO Bxe 


We normally let Teagan tackle retro titles on his own, to find 


out how he sees them de fresh eyes — for a multiplayer 


classic like this, though, we of course needed four perspectives. 


IT’S CRAZY FUN! GoldenEye lived up to and exceeded 
every expectation | had! 

When | first starting playing, | was fighting disap- 
pointment. The gunplay was much worse than | thought 
it would be, none of the weapons stood out and the 
maps themselves were generally frustrating. 

However, as | progressed in playing | began to see 
the real beauty of GoldenEye. Where weapon sets like 
automatics or sniper rifles in a classic free-for-all 
wasn’t very entertaining, Slappers Only in License To 
Kill (restricting you to only melee attacks that instantly 
kill your opponents) was fantastic! Running frenetically 
around a map trying to karate chop my buddies — but 
knowing that at any moment | could be killed - was a 
jumbo load of fun! 

The more crazy game types we tried — like laying 
around and having throwing knives only, or having 
proximity mines going off all over the place - the more 
| loved every minute. It’s in the crazy where GoldenEye 
hits it out of the park! - TEAGAN 


si 
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GOLDENEYE 007 FEATURES the most unique style 
of multiplayer I’ve ever played. The eight different sce- 
narios and 14 different loadouts made the game easily 
customizable, which kept each match interesting. Every 
one of the scenario styles was extremely fun — even if 
you played the same scenario, the loadout chosen adds 
a completely different gaming experience. With all the 
different game modes and weapons, you get 112 unique 
styles of gameplay, which made the game extremely 
entertaining. 

| would not hesitate to say that GoldenEye multi- 
player was the most fun I’ve ever had playing a video 
game. - CHRISTOPHER 


THIS BOND STRUCK gold in its multiplayer! Once we 
figured out the controls, the game was a wild romp of 
exciting, frantic firing of weaponry. What GoldenEye 
lacks in polygons, it makes up for in playability; | could 
not keep my eyes off the TV for a second. 

The harsh turns and constant movement kept the 
screen moving, with targets just barely out of our sights 
— but once a hit was scored at last, the satisfaction was 
palpable. The game flew into a rhythm that many FPS 
games of our time often lack, and it was fantastic. With 
smooth weapon and ammo pick-ups littered across 
each stage, the gameplay felt natural and unforced. 

The wide variety of weapons and game types was 
enough to keep a couple teenagers like us up late into 
the night, then on into the morning. The levels (with 
some exceptions) were deep and mazelike, heightening 
the climaxes of our battles to intense cat-and-mouse 
showdowns. For a game that was released over 15 years 
ago, the action was undeniably fun and satisfying. 

Two trigger-happy thumbs up! - RENNER 


> kilt Goun: i 


ANYBODY IN NEED of a retro multiplayer first- 
person shoot-’em-up? Look no further - GoldenEye 007 
for the Nintendo 64 is a masterpiece of its time. | went 
into the game expecting poor graphics, but what | 
found was surprising. The graphics were actually just 
perfect enough to put you in the action that James 
Bond is experiencing. With most smaller bit characters 
like old-style Mario or Mega Man, audiences find it hard 
to sympathize with the character because they don’t 
look life-like, and they live in a surreal world with dif- 
ferent dimensions. GoldenEye captures the audience in 
a world much like our own and pulls them right into the 
action. - STEPHEN 
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16 Explosiye Events 
Tear up the Track 


Video Super Hero 
Fiction Feature 


(Nintendo) THE SOURCE FOR NES PLAYERS STRAIGHT FROM THE PROS 


WARP ZONE 


FOR SOME FANS, the third issue of Nintendo 
Power would close out the year on a rather low-key 
note, which they felt was aptly reflected by the 
cover image (though that has its own significance — 
see the sidebar below). Though there was nothing 
quite as big as Super Mario Bros. 2 or Castlevania II: 
Simon’s Quest to fill the pages, and a microchip 
shortage would see the long-awaited Zelda II: The 
Adventure of Link held off one more issue to ring in 
the new year, the editors were still able to assemble 
great coverage for lower-key titles such as Konami's 
button-masher Track & Field Il, Capcom’s first 
Disney release (the Hudson-developed Mickey 
Mousecapade), and Sunsoft’s hybrid vehicle-based 
platformer/top-down dungeon explorer, Blaster 
Master. In addition to the coverage of the latter, a 
poster was included featuring an awesome model 
replica of the game’s adaptable battle vehicle, 
SOPHIA the 3rd. On the other side? A variety of 
icensed Nintendo merchandise and accessories 
that were available in stores for the holiday season. 
A special section was set aside to introduce 
gamers to the concept of role-playing games, with 
two being highlighted in this issue: Ultima and 
Legacy of the Wizard. Following that, a two-page 
spread introduced the NES Max and NES Advantage 
controllers and all their special functions, including 
turbo buttons, slow-motion and the joystick and 
cycloid methods of control input, along with some 


choice games with which to wield them. 

Now Playing kicked off by pulling the curtain 
back on the party game the Stamper brothers at 
Rare had teased in the last issue, Anticipation. 
Konami hit the ice with the release of Blades of 
Steel, while Jaleco hit the tennis court in Racket 
Attack and Data East brought some POW-rescuing 
helicopter action in Cobra Command. 

Counselor’s Corner would introduce us to some 
of Nintendo’s top gameplay specialists as they 
helped perplexed Power Players through such titles 
as the NES version of Metal Gear, Rambo, Double 
Dragon and Gauntlet. 

Classified Information took a long look at 
Gradius, revealed the Minus World in Super Mario 
Bros. and offered more help for Seicross, Zanac, 
kari Warriors Il: Victory Road and even the much- 
maligned Deadly Towers via password tweaking. 
This issue’s Player’s Poll offered winners a trip to 
Disneyland, and the NES Journal explored the now- 
defunct California maze amusement park known as 
WOOZ. Celebrity Profile highlighted none other than 
uture Tonight Show host Jay Leno, while The 
Legend of Zelda, Metroid and Metal Gear topped 

he Top 30. 

And if that wasn’t enough, it was all capped off 
by a contest to "invent the ultimate video game". . . 
but we'll have more on the interesting results of 
hat competition later. - DAVID 


CAPTAIN NINTEN DO 


One thing which has long perplexed some Nintendo Power fans is the inclusion of a pair of shoes on the cover of this issue. 
Some attribute them to the Track & Field II coverage contained within, but the truth is that they belong to none other than 
Captain Nintendo! Though many longtime fans still fondly remember the similarly-named Saturday morning cartoon that 
debuted in the autumn of 1989, it was here in the last issue of 1988 that the seeds were planted for the character of Captain 
N - or rather, Captain Nintendo, as he was called at the time. Created by former Nintendo Power editor Randy Studdard, the 
story was told in written form across three pages (and continued/concluded in the same form in the following issue) and 
told of how a Nintendo employee by the name of Brett Randalls found himself embedded with microchips after a freak 
explosion in the office. Joined by his coworkers Max Powers (yes, really), Tara Bates and a supercomputer named EMERALD, 
Brett was able to bring video game characters — including Link — to life, who would then join him as he battled the now-real 
forces of Mother Brain and Ganon with his control over a variety of electric, sonic and spectrum rays. What the concept 
would later evolve into would vary considerably, but that’s a tale for another time. 
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| WOW THIS IS GREAT NESTER! 
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GETTING IN THE GAME 


Marking a shift in the comic strip from just being about a 
kid playing games, Nester began to actually enter different 
game worlds beginning with this issue’s trip into 
Castlevania II: Simon’s Quest. Even there, Howard would 
appear when he got stuck and whip Nester into shape. 
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NF: How did you get into game 
development? What motivated you? 

In the beginning, it 
was games like Dezaemon and RPG 
Maker for the Super Famicom that got 
me into development. Any little kid 
probably thinks about making his own 
game at some point, and | was the 
same way. When game making 
software was released, | eagerly 
jumped on board. But, like many 
game-loving kids, | wasn’t able to 
make anything too interesting. 

The first thing | did after purchas- 
ing my own PC in college was draw 
pixel art. My main skill set at the time 
was drawing, and | wasn’t any good at 
programming, so | had fun drawing 
tons of pixel art including everything 
from modified versions of existing 
game graphics to my originals. 

Back then | was a Mac user, and 
since there were no programming-free 
game development tools like Windows 
had, | never got around to actually 
making a game. 

The game making program IG 
Maker was released a short while 
after | switched over to Windows. On 
the release date, | actually happened 
to be in Akihabara for work and was 
looking around a PC software shop to 
kill time. | knew IG Maker was coming 
out, but | had experienced the pains of 
game development when | was 
younger and had no intention of 
buying it. | was looking at the package 
at the store though, and started 
thinking "maybe if | buy this, it might 
change things up in my life and be 
fun," and made up my mind to buy it. 

As a result of that purchase, things 
in my life changed up in ways | never 
imagined. (laughs) 


When you were growing up, what 
would you say if someone told you 
that you’d be making NES-style 
games on Nintendo consoles in the 
year 2013? 

| think | remember writing, "| want to 
become a person who makes games" 
as one of my dreams when | was in 
elementary school. | don’t have any 
experience working at a game produc- 
tion company and am purely an inde- 
pendent developer. It took me a while 
to get to this point, but I think my 
childhood self would be happy with 
where | am today. 


Why have you chosen to stick with 
the color palette and resolution 
restrictions of 8-bit consoles? 
Simply put, it’s because | love it. 
Drawing pixel art is really a 
remarkable experience. The stricter 
the restrictions on pixel size and 
colors, the bigger impact even the 


subtlest of changes has on the final 
product. The results can be so differ- 
ent depending on whether you put 
that single, tiny pixel there or not. It’s 
a process that really tests the cre- 
ator’s tastes, and it has such intrigue — 
it feels like trying to solve a puzzle to 
decode the true meaning of humanity. 
| experience a clear sense of 
accomplishment that | wouldn’t be 
able to if there were no limitations, 
and | could freely do as | wanted. 
Maybe it’s because | can’t get enough 
of how fun it is that | continue to 
create under such strict restrictions. 


What are some of the games that 
influenced you the most? 

This is such a difficult question since 
there are so many, maybe too many. | 
can say that even though my creations 
all have a classic look, in terms of 
gameplay, I’m influenced a lot by 
modern titles. | have no intention of 
forcing the "no clear objective" and 
"tough to play" feel of old-school 
games on players. 


Have you played Shovel Knight, The 
Binding of Isaac, or any of the other 
excellent titles from Western devel- 
opers that are also working to carry 
on the 8-bit tradition? 


LIFE 
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| definitely know about Shovel Knight, 
and | pay close attention to what indie 
developers around the world are up 
to. | love playing 8-bit style games just 
as much as making them. Shovel 
Knight hasn’t been released yet, but 
I'm looking forward to playing it. 


What is the indie game scene like in 
Japan? 

| know it’s been said a lot already, but 
Japanese game developers are divided 
into different genres like doujin 
(self-published), indie games, free 
games, or iOS and Android. Since each 
segment operates based on its own 
value system, there’s no sense of unity 
there. 

However, | feel like this is finally 
starting to change. 

The digital distribution system 
revolves around Europe and the U.S., 
making it tough for Japanese indie 
developers to get their games out in 
front of an audience because of 
language and cultural barriers. It'll 
probably take some time, but their 
work will definitely start reaching 
everyone, so keep an eye out for 
them. 


A lot of your games have laugh-out- 
loud moments, especially Tempura of 


the Dead and Challenge from Kiyoshi 
[Editor’s Note: A PC freeware game, 
released only in Japan]. How impor- 
tant is comedy to appealing to an 
international audience? 

Personally, my basic style tends to be 
less "sophisticated art" and more 
"plain and simple fun." The reason 
being, I’m just not that classy. (laughs) 

The balance of elements like 
"serious vs. violent" or "romantic vs. 
comedic" are very important in 
creating a work of entertainment. 

In Tempura of the Dead, the 
comedic aspect was necessary to link 
and balance out the serious "zombie 
apocalypse" situation with the 
"juggling action" game mechanic. 

Challenge from Kiyoshi was a total 
parody based on a nonsensical 
comedy, so | just needed to run with 
the comedic aspect. 

In that sense, 1001 Spikes might 
give everyone a different impression 
from my usual works. It’s bigger than 
any other project I’ve worked on, so 
the storyline is packed with lots of dif- 
ferent elements. Comedy is obviously 
a part of it, but there are also more 
serious and sentimental moments. 

I’ve put together opening 
sequences for both multiplayer 
modes, and intentionally changed 
things up a bit to showcase the differ- 
ent sides of Aban, the main character. 


What has it been like to work with 
Nicalis on the bigger and better 1001 
Spikes? 

| didn’t have the techniques or envi- 
ronment to take on a project like this 
by myself, and | deeply appreciate the 
chance that Tyrone and everyone at 
Nicalis has given me to make this a 
reality. They never held me back from 
what | wanted to do, and they respect 
my intentions. 


How have you gone about choosing 
what characters from other games 
(like NyxQuest’s Nyx and BIT.TRIP’s 
CommanderVideo) to include in the 
new multiplayer mode? 
We're able to get all these characters 
to make appearances because of the 
strong friendships that Tyrone has. 
Thanks to him, many well-known 
superstars from the indie game world 
have joined our ranks. It’s also thanks 
to the developers of the original 
works who graciously agreed to work 
with us. 
Luckily, the game rules of 1001 
Spikes have a simple structure, so 
there weren't any huge setbacks to 
having lots of guest characters make 
appearances. Given the opportunity to 
work with so many guest characters, 
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| wanted to make sure we didn’t limit 
any of their abilities just to "fit" the 
game. For example, if we took away 
Nyx’s jumping abilities so that she 
could be in the game, fans of the 
original work would probably be dis- 
appointed. 

I’m sure there may be balance 
issues, but in single-player mode 
these characters are simply an extra 
treat that are unlocked after finishing 
the main story with Aban, and even in 
multiplayer mode I'd like for players to 
freely figure out solutions. 

One of the themes that this game 
strives to embody is being an "open 
game." 

It’s important that the creator 
properly controls how the game is 
played, but recently I’ve felt that we’ve 
reached a limit with this method. 
Restrict what needs to be restricted, 
and allow for freedom in other areas. 

It would be great if many players 
resonate with the balance that we’ve 
considered for this game. 


Beyond the fun of sharing the game 
with friends, what new feelings and 
experiences does multiplayer in 1001 
Spikes provide to the player? 

Besides playing the main map with 
four players, the multiplayer mode 
has two other modes where you can 
play with a dedicated map or dedi- 
cated system. 

The basic controls are the same as 
the main game, but the rules are a 
little different. It can be played in 
single-player mode, but it’s much 
more fun in multiplayer mode. 

As mentioned above, these two 
modes each have their own opening 
sequences, which not only function as 
additional scenes to introduce you to 
the respective modes, but are 
intended to expand Aban Hawkins as a 
character, as well as enrich the game’s 
world. 

Things that aren’t covered in the 
main story, such as the kind of person 
Aban is and what kind of life he leads, 
are depicted in these modes and add 
an extra layer to enjoy. 


The first time | played 1001 Spikes’ 
multiplayer, | thought, "This is the 
kind of fun | wanted to have with 
Super Smash Bros. Brawl’s Subspace 
Emissary mode." Did you play that 
game? If so, what did you think? 
To be honest, I’ve actually never 
played the Smash Bros. series. 

| feel like everyone has one of 
those games that are hugely popular 
with many sequels, but you just never 
had the opportunity to play. Smash 
Bros. is that game for me. 


A lot of people also tell me that 
1001 Spikes is sort of like a 2D version 
of Demon’s Souls or Dark Souls, but 
I’ve never played those games either. 

It’s really an honor to be compared 
to games that are praised by so many 
to be masterpieces. 


President Tompson from Tempura of 
the Dead looks a lot like the current 
U.S. President, and Aban Hawkins 
from 1001 Spikes reminds me a lot of 
a Hollywood action hero. What draws 
you to include these types of iconic, 
American-style characters? 
The main reason | use them is for their 
effect as an icon to communicate what 
the game is about. | know that Aban’s 
hat presents such a specific image, but 
by using it as an icon | can communi- 
cate to players that this is a "ruins 
exploration game" in one shot. 
The work’s impact as an entertain- 
ment piece, as well as the main char- 
acter’s qualities as a hero are 
important too. 
| know this is common knowledge, 
but the protagonist’s strength as a 
character has great significance in an 
entertainment piece. There are count- 
less works of entertainment in the 
world, and my game is presented to 
an audience from within a sea of other 
amazing products. 

| have to first set myself apart from 
the rest, and try to get as many 
people as possible to pay attention 
before anything else. The character 
also needs to be likeable, relatable 
and someone who can earn a player’s 
respect if | want long-term success. 

In addition, | felt that Japanese 


games these days feature too many 
young boys and girls in their character 
roster, so | wanted to do what | could 
to step out of the box. 

There are so many people in this 
world of different ages, genders and 
races, and each person is interesting 
in their own way. | understand why 
many Japanese developers reach the 
conclusion that young boys and girls 
are an optimal business solution, but 
as an independent developer | want to 
make sure my personal aesthetics are 
reflected in what | do. It’s part of the 
ego and "standing your ground" that 
comes with the territory of being a 
creator. 


Are there any secrets that you can 
tell us about 1001 Spikes that players 
should look out for? 
We’ve incorporated lots of new secrets 
into the gameplay that weren't in the 
original. You won't need to solve all 
the secrets if you're just playing 
through normally, but they’re impor- 
tant if you want to enjoy the game at a 
deeper level. 

| think first-time players and fans of 
the original alike will find the game 
refreshing and fun, so best of luck 
getting to the bottom of everything! 


If you could create a game in a major 
Nintendo franchise, which one would 


you chose, and would you include 
multiplayer? 

I'd like to try my hand at making a 
Metroid game with a nameless soldier 
from the Galactic Federation as the 
hero instead of Samus Aran. Another 
one that might be fun is an episode 
where a young bandit Ganondorf 
restores balance to the world with his 
Triforce of Power, since I’m sure there 
has to be a story like that somewhere 
among the countless space/time- 
transcending battles for the Triforce. 
f | were to make a multiplayer 
mode for a Nintendo franchise, the 
first order of business is to make an 
online version of Super Mario Bros. 
with a 100-player mode. 


If you could have any super power, 
what would it be? 

The ability to compose music. People 
who can compose a bunch of songs 
like there’s nothing to it are pretty 
much superheroes to me. 


After decades of failing to keep the kidnapped Princess Peach from being rescued by Mario, 
Bowser’s finally changing his strategy in Super Mario 3D World — he’s captured the Sprixie 
Princess instead. (OK, well, that’s not much of a shift from his normal tactic.) Since Peach 

isn’t cooped up in some Koopa castle this time, though, she’s joined up with Toad and the 
Mario Bros. for the series’ first four-player 3D adventure. Flip the page for our full review! 
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SUPER MARIO 3D WORLD 


THIS GAME HAS big shoes to fill. 
Truthfully, any mainline Mario game 
does, but Super Mario 3D World is ina 
position where it has to live up to 
many different beloved games. 

The basic gameplay is a follow-up 
to the excellent 3DS game Super Mario 
3D Land. It’s the next big 3D Mario 
game on a console after the stellar 
pair of Galaxy games on Wii. And 3D 
World also calls back to Super Mario 
Bros. 2 with its four playable charac- 
ters, which allows it to have multi- 
player that builds on the Wii and Wii U 
New Super Mario Bros. games. 

All of those semi-disparate flavors 
of Mario put a lot of pressure on Super 
Mario 3D World to live up to the series’ 
legacy. Fortunately, it does just that. 
Super Mario 3D World is a delicious, 
creative feast that sets a new standard 
for the future of Mario. 

The trappings are familiar, as a 
nearby (non-Mushroom) kingdom, dis- 
tinguished by its clear pipes and fairy 
people, is pillaged by Bowser and his 
Koopa Troop. This time around, Peach 
joins the fray, and from the get-go, 
Mario, Luigi, Peach and Toad are all 
playable. Each one plays a little differ- 
ently. Mario is the all-around guy, Luigi 
is slippery but jumps higher, Toad is 
super fast, and Peach is slower but 
floats. The strengths and weaknesses 
of each character are helpful or hin- 


PUBLISHER: NINTENDO 
DEVELOPER: NINTENDO EAD TOKYO 


wii U 


dering depending on the level and cir- 
cumstances. Unlike the New Super 
Mario Bros. multiplayer outings, 
there’s a tangible battle here for who 
gets to play as what character, since 
each one is different. 

The differences in each character 
also extend to the wide suite of power- 
ups — ranging from old favorites like 
the Fire Flower and Tanooki Suit to 
new instant classics such as the Cat 
Suit and Double Cherry. The Cat Suit 
adds another dimension to the game- 
play here, as it’s nearly on par with the 
cape from Super Mario World for how 
much it changes the way you play. (It 
allows you to climb walls and scratch 
enemies, in addition to looking com- 
pletely adorable.) The Double Cherry 
creates a clone of whoever touches it, 
but the catch is that the movement for 
every clone happens at the same time, 
making it a challenge to corral your 
growing army. Both of these power- 
ups excel because they change the 
way you play in neat ways. 

The multiplayer succeeds largely on 
the meta-game of "winning" the level. 
You can, of course, cooperate with up 
to three other players, but a score is 
kept for each player throughout the 
level. The winner of the level receives 
a crown for the next stage, and that 
crown is worth bonus points for 
whoever brings it to the flagpole in the 
next stage. It’s chaos, but it’s a fun, 
somewhat controlled chaos. 
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Unfortunately, it’s not too friendly 
for new players, so if you’re not with a 
group of well-worn veterans of Super 
Mario 3D Land (or 3D Marios in 
general), 3D World’s multiplayer could 
be an exercise in futility. 

Still, it’s amusing even in failure. 

While the multiplayer is interesting, 
3D World is still, at its heart, a refined 
single-player adventure. It feels like 
the extreme sequel that Super Mario 
3D Land deserves, as it takes the 
concepts from that game and amps 
them all the way up to 11. Some things 
do get lost in translation, though. The 
boss battles in 3D World are more 
staid fights than the fun, platforming- 
heavy bosses in 3D Land. Also, the ste- 
reoscopic 3D in 3D Land made it easier 
to judge the depth of where your char- 
acter lands. In 3D World, it’s a chal- 
enge to land exactly where you want 
to, especially when the screen gets 
busy and the difficulty ramps up. 

When the platforming isn’t depen- 
dent on hitting specific spots, it’s 
incredible - even though it takes a 


while to get very challenging. In 
general, 3D World’s difficulty curve is 
similar to 3D Land’s, as it starts easy 
and slowly ramps up to being truly 
hard. Still, this game succeeds by 
being inventive and awesome, not by 
making you pull out your hair. 

The levels are selectable on an 
interactive world map that holds some 
secrets — it’s not the regular point-to- 
point traversal of past Mario titles. 
Instead, you freely control your char- 
acter and walk from level to level, 
while stopping to face extra obstacles 
and find hidden areas. Each world is 
themed, though the individual levels 
don’t always follow that theme. For 
example, the ice-covered third world 
has a few snowy levels, but alsoa 
ridiculously awesome Super Mario 
Kart-inspired level. 

The Wii U GamePad, for the most 
part, takes a backseat. It can be used 
as a controller (along with virtually 
every other Wii U controller too), and 
can always be used for Off-TV Play, 
even in multiplayer. Similar to New 


POWER-UPS APLENTY 


Super Mario 3D World has one of the deepest power-up selections of any Mario 
game to date. The highlights are the new ones, including the Super Bell (which 
turns Mario and his friends into precious kitties) and the Double Cherry, which 
creates a clone of your character. That’s not all, though, as ice levels are often 
populated by Kuribo’s Skate, which lets players skate around wearing an over- 
sized ice skate formerly inhabited by a Goomba. One of my personal favorites 
is the Potted Piranha Plant, which eats anything, even other players, nearby. 
Other neat ones include the Cannon Box, which shoots cannon balls out of a 
character's head, and the Goomba Mask, which makes you stealthily invisible 
to enemies. A lot of old favorites return, too, including the Fire Flower and the 
Super Leaf. The Mega Mushroom shows up in a few levels, and it’s spectacular 
seeing four large characters roaming around. The Invincibility Leaf still shows 
up if you fail a level a number of times, letting you run through it as an invul- 
nerable White Tanooki. With all this variety, one of the best parts is seeing how 
each power-up changes the look of Peach, who’s never before used many of 
these items. (The best has to be when she wears a Tanooki Suit!) 


Super Mario Bros. U, enemies can be 
poked on the touch screen and some 
background objects can make platforms. 
You even use the microphone in some 
segments! (Still, it’s not something that 
comes up often.) 

It is used extensively, though, in The 
Adventures of Captain Toad, a series of 
bonus levels that rely on tilting the 
GamePad (or an analog stick) to shift the 
perspective so you can lead Captain Toad 
to victory. 

Much like Super Mario 3D Land before 
it, 3D World has its share of secrets. 
Outside of the standard eight worlds, a 
few secret worlds lie in wait that expand 
on several of the crazier mechanics 
found in the main game. There are even 
secrets on top of secrets, including some 
surprises that are delightful callbacks to 
previous Mario games. Nearly every level 
has Green Stars to collect, which replace 
the Star Coins usually found in New 
Super Mario Bros. games. In addition, 
there’s a stamp item hidden in almost 
every level that unlocks a character- 
themed stamp that can be used in 
Miiverse posts. 
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Through it all, Super Mario 3D World 
successfully fuses multiple styles of 
Mario games into one spectacular effort. 
It’s wonderfully imaginative from start to 
finish, often introducing new and surpris- 
ing ideas in one level, then putting some- 
thing even more amazing into the next 
one. Outside of a few small issues, 3D 
World is a triumph that delivers the 
warm, happy feeling of playing some- 
thing so outlandish and amusing that the 
only natural reaction is to sit back, 
sheepishly grin and climb up a flagpole 
in a cat suit waiting for the inevitable 
Mario "meow!" 

Super Mario 3D World is superb, and 
is, as of right now, one of the best games 
the Wii U has to offer. - NEAL 


TOAD ALONE 


The Adventures of Captain Toad only pops up a few times (appearing in 
roughly every other world), but when it does, it’s one of the neatest 
twists on the Mario formula. You control an adventuring Toad who's 

walking around a large island/planetoid trying to collect five Green Stars. 

The trick is that the camera always shows the whole area — and this Toad 

can’t jump. Instead, you have to move the camera around using the 

motion control of the GamePad or an analog stick while avoiding enemies 

that are normally easily eradicated by a Mario stomp. It’s exceedingly 
clever in its small doses, giving me Pushmo/Crashmo vibes throughout. 
After going on these adventures with Captain Toad, I'd love to see 

Nintendo put together an eShop game consisting of just these levels. 
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THE GHOSTS OF MiVERSE 


Like New Super Mario Bros. U, you can post to Miiverse after any level. In 
3D World, though, the drawing-impaired have a chance to do creative 
things, too. Each level contains a hidden stamp, and when you collect it, 
you unlock a stamp, featuring one of the heroes, an enemy or a 
power-up, to be used in Miiverse. (And the stamps look really awesome.) 
Then, after you beat a level once, Miis from across the Internet will show 
up as ghosts, showing off other players’ paths through that area when 
you choose to play through it again. It’s a fun way to get hints regarding 
collectables you missed, and, sometimes, the ghost Miis 
will even have a present for you! 
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Wii PARTY U is a valiant attempt by 
developer Nd Cube to topple Nintendo 
Land from its local-multiplayer throne, 
but inconsistent quality and a lack of 
originality keep the game from 
reaching that lofty goal. 

2010's Wii Party was a breath of 
fresh air for fans of party games - 
Mario Party had grown stagnant (with 
its lackluster 8th installment failing to 
rejuvenate the series), and with the 
excellent Fortune Street still a year 
away, Wii Party’s effortless charm and 
surprising level of polish were a 
welcome change. Wii Party U strives to 
capitalize on this previous success by 
including more of everything that 
made the last outing so enjoyable - 
more modes, more minigames, more 
variety - but in doing so it’s become a 
game that tries too hard at too many 
things. 

That’s not to say Wii Party U is a 
game without merit, or that it doesn’t 
hit the mark fairly frequently, because 
it does. Wii Party U’s main course - 
the board game interspersed with a 
myriad of quirky and amusing 
minigames - is often as enjoyable as 
ever, particularly as multiplayer 


matches approach a conclusion and 
things get hectic. It goes without 
saying that Wii Party U is a game best 
enjoyed with others, and Wii Party U 
excels at being accessible and simple 
enough that assembling a group of 
players is easy, as even those who may 
not be particularly well-versed with 
video games can enjoy the title. Wii 
Party U’s contagious energy and 
enthusiasm make for a fantastic party 
game in small doses, but a lack of sub- 
stance quickly becomes apparent if 
you allow the game to overstay its 
welcome. 

Some of the title’s minigames are 
inspired and a blast to play, compel- 
ling yet simple, such as "Can’t Catch 
Me," a twist on Nintendo Land's 
"Luigi’s Ghost Mansion." In it, the 
GamePad player is invisible — but can 
be detected when they step on certain 
floor tiles. It’s games like these that 
enthuse players, making taking part a 
raucous and hilarious experience. 

The life is quickly sucked out of the 
room, however, when Wii Party U 
throws one of its lesser minigames 
into the mix. Some are an exercise in 
tedium, such as waggling the Wii 
Remote to knit a scarf (which is 
somehow even /ess exciting than it 


Time! Excellent! 


sounds), while a few others drag on 
for too long to hold player interest. Wii 
Party U may have a sizeable selection 
of minigames, but it quickly becomes 
clear that it’s quantity over quality, 
and the diamonds in the rough are 
obscured by the mediocre efforts. 
When certain minigames draw a col- 
lective groan from participants as they 
are randomly selected, it’s hard to feel 
there’s much of a "party" taking place. 
Wii Party U eschews the GamePad- 
centric style of games like Nintendo 
Land and Game & Wario in favor of 
one that focuses more on using the Wii 
Remote Plus — handily, one is bundled 
with the game, which somewhat takes 
the sting out of the price tag. The 
GamePad is mostly relegated to dis- 
playing "Look at the TV" messages, 
and it’s hard not to feel some opportu- 
nity was missed there. In contrast, 
however, a mode that relies entirely 
on the GamePad’s second screen for 
rolling dice feels contrived and tacked 
on, so perhaps favoring more tradi- 
tional controls is a boon in this 
instance. Thankfully Nd Cube resisted 
the temptation to simply use "waggle," 
and the vast majority of the games are 
controlled through button presses 
rather than motion control, which is 
mostly used sensibly and effectively 


when implemented. 

Special mention needs to be made 
of the "Tabletop" games, wherein two 
people hold the GamePad at opposite 
ends and use the analogue sticks to 
play Foosball, Baseball and the like. 
These simple, yet oddly captivating 
experiences perfectly encapsulate 
what makes the Wii U unique and 
would be a welcome addition to the 
eShop as standalone titles in their own 
right - even if some are arguably 
more entertaining than others. 

Other modes are hit and miss; with 
the right people, most of the auxiliary 
activities can prove entertaining, such 
as facial expression guessing-game 
"Name That Face" or Pictionary knock- 
off "Sketchy Situation," but it’s hard to 
imagine booting the game up so 
everyone can get their fix of "Folk 
Dance Fever." 

Both visually and aurally, Wii Party 
U is adequate. Its slick (if somewhat 
sterile) presentation is befitting of a 
game with such a focus on simplicity, 
with the colorful graphics matching 
the tone of the title well. 

Wii Party U doesn’t do anything 
wrong per se, it just fails to maintain 
the consistent level of quality required 
to topple other competing titles in the 
genre. As a supplement to buying a 
Wii Remote Plus, it’s not difficult to 
recommend. But as a standalone 
product, this game doesn’t bring 
anything new to the party. 

- ROBERT 
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A Little Too Regular 


REGULAR SHOW: MORDECAI 
AND RIGBY IN 8-BIT LAND 


CARTOON NETWORK’S REGULAR SHOW 
is a love letter to ’80s pop culture, video games 
included. Protagonists Mordecai and Rigby can 
often be found throwing down on the ol’ SEGA 
Master System, and the hobby plays a major role in more than a 
handful of episodes. This deep appreciation and understanding 
for gaming, along with the show’s overall surreal nature, should 
feasibly have translated well into an actual video game adapta- 
tion. It didn’t. 

This game is a bog-standard platformer completely devoid of 
the show’s humor. Both lead characters are playable - Mordecai 
can double jump and transform into a space ship, while Rigby can 
crawl through narrow spaces and walk on certain walls for 
"top-down shooting" segments. You switch between the two on 
the fly to navigate haphazard arrangements of floating blocks, 
pitfalls and corridor mazes, collecting cash that serves no purpose 
outside of the post-level bonus rounds and finding hidden VHS 
tapes to unlock concept art and music. 

You can fire projectiles during the aforementioned transforma- 
tions or by acquiring a mullet power-up, but your base attack is 
the head stomp. Unfortunately, aerial movement is a little too 
sensitive, which can cause you to overshoot your enemies and 
slam into their sides. And since death comes knocking after a 
single hit (two in a powered-up state), it may be preferable to 
avoid fights altogether. This strategy won’t help much during boss 
encounters, though, when your death count skyrockets simply 
because you keep landing on the boss’s noggin slightly off-center. 

Mordecai and Rigby in 8-Bit Land is a paint-by-numbers affair 
in a Regular Show-themed shell, and a thin one at that — aside 
from a brief appearance by Benson in the opening and ending 
cutscenes, the entire supporting cast is completely absent! Even 
the soundtrack, composed by the usually incomparable Jake 
Kaufman, feels completely phoned in. 

You’d have more fun setting up the chairs than playing this 
bland brand of special entertainment. - TONY 


IT’S MORPHIN’ TIME! Go Go Megaforce! 
The Power Rangers are currently cel- 
ebrating their 20th anniversary, and tying 
in to the festivities is the latest iteration of 
the show, Power Rangers Megaforce. With 

the show back under the umbrella of 
Saban, development of the video games 
has since shifted back from Disney 
Interactive to Namco Bandai as of the last 
iteration, Power Rangers Samurai. As a 
result, they were able to basically localize a 
recent game from the Super Sentai series 
(the Japanese show from which Power 
Rangers is derived), for a Western release. 
Even so, the changes are quite extensive, 
swapping in all manner of characters from 
Megaforce, and even providing English 
voice acting throughout. 

In truth, though, this is one time you'll 
wish the voice actors had stayed home. 
Throughout most of the game, you'll have 
to hear whichever Rangers you aren’t using 
- all four of them - offer advice and cheer 
you on constantly, even to the point of 
cutting each other off and drowning out the 
music. Yes, we get it, the box can be 
broken. Of course, Jake, we can go home 
once we’re finished here. No, Noah, | don’t 
know where we are. And for Zordon’s sake, 
Troy, no one cares that you can hear birds! 

To call the voices grating is an under- 
statement — it leaves me pining for Flame 
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“I Can Hear Birds” 


POWER RANGERS MEGAFORCE 


Hyenard from Mega Man 
X7 (look it up, if you dare), because at least 
his obnoxiousness was only for one battle. 
It’s a shame those voices can’t be turned 
off or otherwise done away with, because 
the core game is fairly solid, aside from the 
occasional slowdown that comes froma 
group of Loogies ganging up on you. For 
the most part, it’s a brawler with some light 
platforming, and along the way, you're 
often given different objectives, such as 
acquiring a card, collecting all the tokens or 
fighting off all the enemies. These are 
pretty easy, particularly as you can switch 
to different Rangers at any time, each with 
their own life meter. For bosses, you take to 
a one-on-one fight with the Mega Monster 
from your Great Gosei Megazord, employ- 
ing a different set of moves and a little 
more strategy as you ready the finishing 
Mega Strike. Also, for those wondering, 
Robo Knight does star in a few levels too. 
The game is also rife with neat bonuses 
that should appeal to the young target age 
group, and perhaps some older fans, too. 
Some use the 3DS camera, allowing "you" 
to morph in the game or add frames, and 
you can gain powers by scanning cards 
from the Action Card Game (though | 
couldn’t get the included one to scan). You 
can even unlock the original five Mighty 
Morphin Power Rangers to use in-game 
after completing it, though the gameplay 
change with them is sadly minimal. 
Power Rangers Megaforce is a 
decent entry fans and younger 
gamers may enjoy, but only if 
you can endure the constant, 
inane chatter. - DAVID 
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It's super effective! 


A Mega Leap 


LIKE THE EPONYMOUS monsters 
you're tasked with capturing and 
raising, the Pokémon series has gone 
through some major changes in its 17- 
year history. Pokemon X and Y are but 
the latest steps in this ongoing evolu- 
tion, and, in many ways, they’re also 
the most dramatic. On a mechanical 
level, the pair represent the culmina- 
tion of Game Freak’s continual tweaks 
and refinements, with an improved 
battle system and a better paced 
adventure than previous titles. At the 
same time, they also stake some bold 
new territory for the series, bringing it 
into three dimensions for the first 
time and introducing new features, 
like Pokemon-Aime and the Player 
Search System, that fundamentally 
change the way players interact with 
one another (and their Pokémon). 
Despite these advancements, 
however, Pokémon X and Y are still 
very much rooted in the series’ past - 
perhaps even more so than previous 
installments. Fans who’ve grown up 
with the franchise will notice a 
number of callbacks to earlier games 
throughout their journey in Kalos, 
whether it be the prevalence of older 
Pokémon (who make up a vast portion 
of the region’s Pokédex); the warp 
tiles in Laverre Gym (which recall the 
mind-bending puzzles of Saffron City’s 
Gym in Red and Blue); or the inclusion 
of the Kanto starting trio as a second 
gift from Professor Sycamore. These 
allusions will no doubt appeal most to 
players who had fallen out of the 
series after its first two installments, 
but they also work on a deeper level 
than mere fan service - they help 
frame X and Y’s innovations within the 
context of the series’ history. Where 
Black and White took great pains to 
distance themselves from their prede- 
cessors, X and Y embrace their 
heritage, culling its most notable 
elements together and tempering 
them with their own refinements. 
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Immediately the most striking thing 
about X and Y is their visuals, which 
have received a dramatic overhaul in 
the move to 3DS. Game Freak has 
taken great care to harness every bit 
of the handheld’s power to bring the 
first three-dimensional main series 
Pokémon games to life, and the 
results are beautiful. Kalos — if not the 
most diverse region in the series — is 
certainly the most fully realized, with 
sprawling meadows, cobblestone 
pathways and even glistening caverns 
dotting the France-inspired landscape. 
These environs give Kalos a distinc- 
tive, rustic flair, which is accentuated 
even further by the host of visual 
flourishes that punctuate the scenery. 
Not every locale is perfect - Lumiose 
City in particular is frustrating to 
navigate thanks to its awkward 
camera and myriad alleyways — but by 
and large, Game Freak has made great 
use of the 3DS hardware here. 

As beautiful as the setting is, even 
more impressive are the new 3D 
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POKEMON X & POKEMON Y 


Pokémon models. Unlike earlier 
installments in the franchise, X and Y 
eschew the series’ longstanding 2D 
sprites for three-dimensional renders, 
making Pokémon battles a much more 
cinematic affair. All of the games’ 
700-plus monsters are beautifully 
animated, boasting a stunning level of 
detail that breathes new life into their 
traditionally pixilated designs. Even 
some of the sillier Pokemon, like 
Woobat or Goomy, are actually quite 
charming thanks to their expressive 
models, which stand as a testament to 
their craftsmanship. 

For all their cosmetic touchups, 
though, the core gameplay in X and Y 
remains largely unchanged. You'll still 
begin your adventure in a small town 
tucked away in a remote corner of the 
region, and you'll still be spending the 
better part of your journey capturing 
Pokémon, battling rival trainers, col- 
lecting badges and dismantling a 
criminal syndicate. But the pace at 
which these events occur has been 
tweaked, imbuing the games with a 


sense of freshness. Right from the 
outset you'll notice that Kalos is home 
to a much more diverse collection of 
Pokémon than previous regions, 
giving players a wealth of options for 
filling out their parties. You'll also be 
traveling to new towns and meeting 
new characters in rapid succession, 
making the first leg of the adventure 
feel brisk and exciting. 

The biggest gameplay changes 
come in the form of Mega Evolutions 
and the brand-new Fairy type, each of 
which adds a new wrinkle of strategy 
to the battle system. Fairy Pokémon 
help balance out the gameplay by 
introducing a new set of weaknesses 
and immunities to the type chart, 
while Mega Evolutions allow certain 
Pokémon to transform in the midst of 
combat by using specific Mega Stones. 
These elevated monsters are consider- 
ably more powerful than their 
standard forms, boasting improved 
statistics and, in many cases, new 
types and abilities, making them a 
potent threat in battle. Despite their 
strength, however, they’re not all- 
powerful - each Pokémon needs to 
hold a specific stone in order to Mega 
Evolve, which prevents them from 
equipping other stat-boosting items. 
And your Mega Ring (the device that 


triggers Mega Evolutions) can only be 
activated once per battle, ensuring 
that players never abuse the feature. 

Another new addition to the 
gameplay is Pokemon-Aime, a feature 
that allows you to pet and feed your 
Pokemon, Nintendogs-style, on the 
bottom screen. Not only is it fun to 
interact with your partners on a more 
personal level, playing with them has 
some practical benefits in combat as 
well — the happier your Pokémon is, 
the more experience it will gain after a 
battle, and it will even land critical hits 
and dodge attacks more easily 
depending on the strength of your 
friendship. As in the animated series, 
forging bonds with your Pokémon is 
vital to your success as a trainer. 

As welcome as these changes are, X 
and Y’s boldest innovation is undoubt- 
edly the Player Search System, an 
always-online function that allows you 
to interact with other players around 
the world at any point in the game. 
With the PSS, players can initiate 
battles with one another, send special 
power-ups to their friends, and synch 
up with the Pokémon Global Link to 
receive special items and upload any 
photographs they’ve taken 
during their journey. The 
PSS also offers a wealth 
of trading options to 
enjoy — players can 
put a monster up 
for trade on the 
GTS, or they can 
exchange ’mons 


at random with other trainers from 
around the world in the surprisingly 
addictive Wonder Trade. This persis- 
tent connection and breadth of activi- 
ties makes it considerably easier to 
communicate with other Pokémon 
fans, enriching the entire experience. 
Unfortunately, for all the strides X 
and Y have made to advance the 
series, there are a few instances 
where the pair have regressed - most 
notably in their narrative. The primary 
antagonists in this adventure are Team 
Flare, a criminal organization con- 
cerned only with their own material 
gain. Under orders from the enigmatic 
Lysandre, the team attempts to revive 
Kalos’ legendary Pokémon (Xerneas in 
X, Yveltal in Y) and use its life force to 
power a dormant doomsday machine 
and rid the world of both people and 
Pokémon. Not only is this plotline 
derivative, it’s a considerable step 
backward from the ethical themes 
introduced in Black and White, whose 
own criminal team, Team Plasma, 
sought to end the mistreatment of 
Pokémon by liberating them from 
their trainers. It’s true that Black and 
White delivered their message rather 
heavy-handedly, and the cause 
championed by Team 
Plasma ultimately 


lauros 
HP 


lauros 


served as a front for Ghetsis’ true plot 
to conquer the world. But the pair’s 
willingness to discuss these issues at 
all displayed a surprising level of 
maturity for the series, which had 
never been known for its narrative 
depth. With X and Y, however, that 
maturity has been forgotten in favor 
of a simpler, cliched tale, and the story 
feels much more childish as a result. 
Another area where X and Y 
stumble is in their endgame, which is 
disappointingly light compared to 
their predecessors. Once you've 
defeated the Elite Four and taken your 
place in the Kalos Hall of Fame, you’re 
given a train ticket to the distant city 
of Kiloude, where the Battle Maison (X 
and Y’s equivalent of the Battle Tower) 
and the Friend Safari (a new facility 
where you can capture different 
Pokémon based on the players regis- 
tered in your 3DS Friends List) are 
located. You can also head back to 
Lumiose and help international agent 
Looker solve a handful of crimes, or 
scour the region for its few remaining 
legendary Pokemon and Mega Stones. 
But outside of those activities, there is 
very little to do once you've cleared 
the game. Of course, hardcore fans 
can still continue to breed and 
trade Pokémon with one 
another after completing the 
main quest, and the Battle 
Maison and Friend Safari 
are both entertaining 
enough to eat up a few 
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more hours of play time. But it’s hard 
not to find X and Y’s endgame lacking, 
especially after Black and White’s, 
which gave players a whole new 
section of Unova to explore after the 
credits had rolled. 

That said, these faults do little to 
detract from the games’ appeal, espe- 
cially in light of their many innova- 
tions. Pokémon X and Y contain yet 
another landmark adventure for 3DS, 
and mark a brilliant step forward for 
the Pokémon franchise as a whole. 
With a lengthy quest and improved 
online features, newcomers and series 
veterans alike will find plenty of ways 
to occupy their time in Kalos, while the 
refined mechanics and charming 
setting make it easy to see why the 
series has persisted — and thrived — 
for such a long time. - KEVIN K. 


KALOY BEST? 


As with each new Pokémon generation before 
it, X and Y’s Generation VI has introduced 
dozens of new monster designs to the series’ 
ever-expanding Pokédex - along with many 
new Mega Evolutions that have given some 
older fan favorites like Charizard (seen to the 
left), a fresh look or two. The question to ask 
in the wake of all this, of course, is which new 
monsters are the best? Which new designs are 
the most striking, or look the coolest? Or 
which monsters did you form a bond with in 
your own adventure through the Kalos region, 
even if they were kind of dopey-looking? We 
want to hear your thoughts, so send us an 
email at inbox@nfmagazine.com and we'll 
print some of the best responses in our next 
issue. 
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TONY PONCE 


| My dad has never 

been a gamer in 

any sense of the 

word, but he made 

a special exception for 

one particular title: Double 
Dragon II on the NES. It was our 
co-op jam! We played it through 
to completion so many times 
that it became a regular bonding 
ritual for us. | mean, is there any 
better way for a father and son 
to grow closer together than 
over a pixelated pastiche of ’80s 
martial arts cinema? | doubt it! 


BRETT MARTIN 


| Who doesn’t have 

a great memory 

of GoldenEye 007? 

| remember my 

dorm in college 

hosted a tourney for our 

floor. Final round was slaps only. 


JONATHAN HOLMES 


| don’t have any 
great memories 
of GoldenEye. 
lam a jerk. 


DAVID OXFORD 


When my father 


owned an arcade 

as | was growing 

up, one of my 

favorite games he 

was able to bring in was 
Teenage Mutant Ninja Turtles. | 
remember well one time, after 
many previous attempts, when a 
few other players joined me as 
we grew ever nearer to the end 
of the game. Before and after 
the game, we would be strang- 
ers, but for that short period of 
chasing down the Shredder, we 
were four ninja brothers, ready 
to fight. The ultimate satisfac- 
tion came at the end, when we 
fought through the maximum 
number of Shredder clones to 
finally take down the real deal. 
That was Turtle Power. 
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Gone to the Dog 


CALL OF DUTY: 
GHOSTS 


AFTER CRANKING THE volume up 
for so many years in this blockbuster 
franchise, the creative team behind 
Call of Duty: Ghosts pulled back the 
reins. It’s a smart move in some ways, 
with this title feeling more personal 
and straightforward. But, sadly, that 
much-needed restraint also brings 
with it the omission of a few of Black 
Ops II’s innovations. 

Call of Duty: Ghosts follows the 
story of the Walkers: Elias and his two 
sons, David "Hesh" and Logan, the 
latter of whom you mainly control 
throughout the campaign. This close 
family has similar ties and a past with 
villain Gabriel Rorke, who works for 
the Federation, a South American 
superpower that destroyed major U.S. 
cities with orbital super weapons. 
While the overarching narrative is as 
bombastic and over-the-top as usual, 
following the threads of the tale 
through a singular set of eyes - 
Logan’s — makes the experience more 
intimate and engrossing. 

But the single-player campaign 
falters in a couple of key areas. First, 
Ghosts ignores the exciting choice 
system from Black Ops II, which 
opened divergent level paths and 
branching storylines. Active decision- 
making engenders an emotional 
investment for the player, and with 
this new title already feeling more 
personal, the omission stings. The 
game also bounces players between 
soldier and soldier (and dog!) too 
much in select levels. (Side note: As a 
dog lover, | couldn’t help but enjoy the 
canine’s inclusion throughout the 
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story, though | wasn’t a fan of maneu- 
vering man’s best friend.) Variety is 
welcome, but this just came across as 
desperate in places — the developers 
worrying too much about the player 
growing bored. 

The spectacle of the game is still 
intact, however. Players will battle in 
space, underwater, on board ships — 
you name it. | couldn’t help smiling at 
most of these set pieces. Call of Duty: 
Ghosts is cheesy, but there’s some- 
thing comforting about its adherence 
to popcorn-flick sensationalism. 

Unfortunately, on Wii U, the action 
causes the occasional framerate dip. 
But none of the technical hiccups 
interrupt gameplay, whether dispos- 
ing of enemies with the GamePad or 
Wii Remote and Nunchuk. 


And, of course, multiplayer is back. 


First, the good bits: The running and 
gunning feels as good as ever, and for 
online titles, Call of Duty: Ghosts sits 
at the top of the heap for Wii U. Voice 
chat, text messages, friend notifica- 
tions and Off-TV Play split-screen are 
present. Hooking up with your 
buddies and jumping into matches is 
also pretty simple. Moreover, charac- 
ter customization is a much- 


welcomed feature, 
as it brings some 
personality to the 
mode. (Hermione, 
my character, isa 
butt-kicking female 
soldier with Harry Potter style.) 

On the other hand, spawning 
deaths are a major problem with 
Ghosts. Countless times | re-entered a 
map to be immediately felled from 
shots in the back or a dog attack out 
of nowhere. And this issue seems odd 
considering the increase of map sizes 
- this sequel boasts grander locales 
than Black Ops II, which isn’t neces- 
sarily a good thing. | wish a couple of 
smaller environments had been 
included, for more frenetic matches. 

A new addition that | enjoyed con- 
siderably is Extinction mode. It puts 
players on the offensive as they drill 
into alien hives before defending 
against four-legged, multi-eyed crea- 
tures. There’s strategy, hectic gunplay 
and cool upgrades for dealing with 
the extraterrestrials (like sentry guns 
and explosive ammo). It rocks. 

Call of Duty: Ghosts may tread 
familiar ground, but it offers exciting 
set pieces, great gunplay and some of 
the best online multiplayer on Wii U. 
The missing features from Black Ops 
Il, though, are unfortunate, and make 
this title feel like it’s taken a step back 
from last year’s installment. - EVAN 


The Old Man and the Sea 


ASSASSIN’S CREED IV has made 
some pretty big promises, boasting a 
gigantic open world to sail anda 
brand new story centered around the 
Golden Age of Piracy. Thankfully, most 
of those promises have been met, if 
not exceeded. Being a pirate is not 
only as fun as it sounds, but Ubisoft 
has also managed to move the fran- 
chise forward in many ways - beyond 
just adding in swashbuckling. 

With Desmond's tale at an end, 
Ubisoft has a chance at a fresh new 
start for the sci-fi meta-narrative that 
encompasses the franchise - and | 
have to say, I like where the series is 
heading if Black Flag’s style is used 
going forward. Centered around the 
mysterious Abstergo organization, you 
play the role of an unwitting employee 
tasked with researching Edward 
Kenway - a pirate who shares the 
lineage of Assassin’s Creed III’s 
Haytham Kenway, and of course, the 
franchise’s former hero, Desmond. 
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Your goal is to research the subject 
purely for "entertainment" purposes, 
as Abstergo is creating a film based on 
his life - but as time goes on, you start 
to realize there’s much more at stake. 
This time around, you can experience 
as little or as much meta-narrative as 
you want, which is great news for fans 
who dislike the sci-fi elements. In 
short, there’s more lore if you want it 
- otherwise you can just get on with it 
and enjoy being an actual assassin. 

Most of your experience, though, 
will be spent as Edward, starting with 
his very first encounter with the assas- 
sins. Edward may not be charismatic 
enough to topple Ezio’s current fan- 
favorite throne, but he’s infinitely 
more likeable than Connor and Altair, 
and it’s very possible that he’s the best 
assassin yet. In short, living the life of 
a pirate is one of the most fun open- 
world occupations I’ve ever experi- 
enced. Not only can you upgrade your 
ship to your liking, but you can also 
sail around searching for underwater 
treasure, look for shipwrecked citizens 
and abandoned goods, hunt whales, or 
start an all-out naval war against 
various worldly factions. If you’re not 
keen on sailing, an improved fast- 
travel system is at your fingertips. 

Combat operates relatively the 
same, but with a few minor improve- 
ments. Although clunky at first, the 
new cross equipment change system 
works very well once you get the hang 


of it, and the counter system is now 
simplified to give you a few quick 
options after parrying an attack. 
Freerunning is also fine-tuned, com- 
bining all of the design tricks Ubisoft 
has picked up throughout the fran- 
chise’s earlier installments. 

The game looks great on the Wii U, 
and some of the locales are absolutely 
mesmerizing in terms of detail. It goes 
without saying that the Caribbean is 
one of the most diverse settings yet, 
and the beautiful vistas and seashores 
are re-created with a painstaking 
amount of care. The Wii U’s GamePad 
offers up a new way to select items, 
which might help alleviate any issues 
you may have with the inventory 
system. Also, Off-TV Play is back, 
making Nintendo’s latest console a 
solid choice among the sea of other 
platforms. (It’s worth noting, though, 


that no DLC will be offered on Wii U.) 

Black Flag also offers up a robust 
multiplayer component on top of its 
campaign, and just like past entries it 
doesn’t disappoint. Although not a 
whole lot has changed from Assassin’s 
Creed III, the Game Lab offers up a 
new way to customize game modes 
and share them. 

Assassin’s Creed IV: Black Flag is 
one of the best, if not the best 
Assassin’s Creed game yet. It curbs the 
sometimes contrived, mostly forced 
real world story in favor of delivering 
a captivating world that’s worth 
exploring. If you’ve never played an 
Assassin's Creed game before, this is a 
great place to start. - CHRIS 
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on the Bat 


BATMAN: ARKHAM ORIGINS 


A Bounty 


Batman Meets Metroid 


BATMAN: ARKHAM ASYLUM, 

released in 2009, was an amazing game - it 
proved for the first time that a great 
Batman video game could be created. With 
Batman: Arkham Origins, the Arkham series 
has reached its third entry (and second on 
Wii U). The premise is finally wearing a little 
thin, but the groundwork is so tight and 
wonderful that even technical issues and a 
burdensome open world don’t bring it down 
too much. 

In Arkham Origins, Batman is in his first 
years of fighting crime. He hasn’t run into 
too many super-powered threats and is still 
a myth to the world around him. Outside of 
cutscenes and slightly different combat ani- 
mations, the time period is never much of a 
focal point, though. This Batman could be 
40 years old and it would still probably be 
the same game, aside from some minor 
story beats. Luckily, the story is intriguing 
and fun, focusing on some lesser-known 
villains who walk a fine line between being 
surprisingly cool (Deathstroke) to humor- 
ously lame (Electrocutioner). Of course, the 
Joker shows up, and his appearance is 
actually welcome and not too tiresome, 
thanks in part to Troy Baker’s great vocal 
performance - taking over the role from 
famed Joker voice actor Mark Hamill. It 
might be the third straight game with the 
Clown Prince of Crime as a key villain, but 
the fantastic dastard earns his keep, 
making once again for an interesting, 
dependable foil. 

Combat keeps up the same free-flowing 
system as you bounce between enemies, 
mixing punches, counters and gadgets. It’s 
not too different from the combat in 
Arkham Asylum and City, but it remains just 
as engaging and rewarding. The myriad 
predator sequences are also stellar, as you 
use your arsenal and the environment to 
sneak around and take out foes. As usual, 
Batman earns experience points and levels 
up, allowing you to pick different moves 


and perks to customize your very own spe- 
cialized hero. New to Arkham Origins is the 
Dark Knight system, where you can earn 
more experience and abilities by complet- 
ing specific milestones. 

Where Arkham Origins falters is in its 
oversized open world. Gotham City is about 
twice the size of Arkham City, including a 
lot of familiar locations from the past 
game. It’s littered with a whole slew of side 
quests that are unlocked throughout the 
story, but it’s a pain to traverse. The grap- 
pling mechanic, used to move around the 
landscape, is frustrating, as most of the 
time getting to a specific point quickly is an 
obnoxious chore. A fast-travel system via 
the Batwing is a welcome addition, but it’s 
slowly unlocked by exploring the city, so 
even that isn’t a saving grace until you’ve 
unlocked every ability. 

Hurting the overworld traversal even 
more is the game’s litany of technical 
issues. Framerate stutters happen often 
when zooming around Gotham, and 
textures often don’t load. Some of these 
are glitches that could be fixed in a patch, 
but it’s still an unfortunate experience for 
early adopters. 

Arkham Origins is at its best when the 
story is moving, as most every set piece, 
sequence and boss fight is fun, making use 
of all the skills the young Dark Knight is 
known for. The story itself is a great origin 
story for the Batman and Joker relation- 
ship, as well as a fun romp that makes use 
of some neat villains you've likely never 
heard of before. The technical issues bring 
the experience down, but Arkham Origins is 
a worthy successor to the series’ mantle - 
even if it is the weakest 
of the three. - NEAL 
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DLC AND MULTIPLAYER 


Aside from the Deathstroke Pack that came bundled with pre-ordered copies, the Wii U 
version will also be getting five more DLC packs, including three filled with character skins 
and two new story campaigns. The five are available in a Season Pass for $19.99, or sepa- 
rately for a total of around $30. (There is no word yet on when the DLC will arrive.) While 
the Xbox 360 and PlayStation 3 versions feature a reportedly disappointing online multi- 

player mode, Wii U’s Arkham Origins does not contain the mode. While the lack of the 
multiplayer mode is disheartening, the Wii U version retails for $10 cheaper because of it. 


ARMATURE STUDIO, A developer headed 

by several former Metroid Prime leads, put that 
experience to good use in designing this Metroid- 
style game that manages to fuse Batman’s tried-and-true Arkham 
series mechanics with a heavy dose of 2.5D side-scrolling explora- 
tion. The setting of Blackgate Prison is broken up into different 
areas, most of which are patrolled by a key villain, including the 
Joker, Penguin and Black Mask. Entering into one area doesn’t 
mean your entire experience with that villain will remain there, 
though, as each villain dabbles in multiple locations, requiring you 
to juggle objectives as the world slowly unfolds (as you gain dif- 
ferent upgrades and abilities). Each area is layered and filled with 
secrets that are fun to find and, for the most part, quite reward- 
ing. You can even defeat the villains in any order, getting a differ- 
ent ending depending on who you beat last. 

The combat is a simplified 2.5D version of what’s in the Wii U 
version — you time your attacks and counters as enemies swarm 
you. It’s thankfully not the main focus, though, as the combat is a 
little limited. Unfortunately, the predator sections don’t translate 
well to the side-scrolling experience. Restricted mobility makes 
stalking enemies frustrating as you can’t see a full view of where 
every enemy is, and you don’t have a good handle on whether you 
can be seen or not. That, alongside a map that takes some getting 
used to, is the only blemish on this otherwise spectacular effort. 

The series staple Detective Vision gets a welcome upgrade that 
makes it more like the Scan Visor from Metroid Prime — hold a 
finger on the touch screen, and you can use the Circle Pad to scan 
the room. It’s smooth and easy to sweep a room in seconds. 

Aside from a few issues (mostly stemming from a slavish 
adherence to what makes the Arkham series stand out), Blackgate 
is a fantastic Metroid-like experience that manages to make a 
2.5D adventure feel like a cross between the Arkham games and 
Metroid Prime. - NEAL 
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A DC Database 


SCRIBBLENAUTS UNMASKED 


THE FIRST SCRIBBLENAUTS was the critical 
darling of E3 2009. Everyone who played its demo 
became an instant fan, singing its praises to anyone else around 
who'd listen and imploring them to go and try it for themselves. It 
was the game where you could summon anything! Any word you 
could imagine could be spawned into existence with Maxwell’s 
magical notebook, and hundreds of expo attendees flocked to the 
Warner Bros. booth that year to try to stump the game’s expan- 
sive dictionary with some obscure noun (or else just play around 
by making a skateboarding God fight Cthulu with a flamethrower). 
| was personally one of the game’s biggest champions there, 
already looking forward to the future and pitching sequel ideas to 
the developers from 5th Cell. My key suggestion was that they 
leverage the fact that Warner Bros. was their publisher, and get 
some classic Warner IP involved - I thought they could re-skin 
Scribblenauts’ gameplay with the Looney Tunes, swapping out 
Maxwell and his notebook for Wile E. Coyote and an ACME-brand 
catalog (with which he could "purchase" any noun in existence to 
be instantly delivered and used to try to catch the Road Runner). 

Finally, for the series’ fourth installment, they’ve decided to 
take my advice. But it’s not Bugs Bunny’s gang that 5th Cell has 
crossed with Maxwell’s word — it’s the DC Comics Universe. 

The entire DC Universe too, it seems, as the degree to which 
the property has been utilized is astounding — there’s a whole 
Batcomputer filled to overflowing with different heroes, villains 
and objects from decades’ worth of comics, each of which can be 
instantly summoned to solve puzzles or get in fights (along with 
all of the normal nouns and adjectives from past games too). 

It’s a wonderful playground for DC fans, or anyone who’s ever 
had an interest in DC but never gotten into it at all — browsing the 
database here could entertain and inform you for hours. 

The game design loses a step elsewhere, as beyond the novelty 
of being able to make Batman or Superman appear at will, it’s all 
the same puzzle-solving to earn Starites that we’ve seen before. 

But this installment wasn’t meant to innovate. It was meant to 
showcase the DC connection, and it does that well. 

It’s great to see Scribblenauts still tapping into more of that 
early potential that so many got to see back at ’09’s E3. - LUCAS 
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A Marvel Affair 


LEGO MARVEL SUPER HEROES 


IF YOU AREN'T already a fan of LEGO 
games, it can be tough to see what the 
appeal is. You might think that they all look 
relatively the same, with various IPs like 
Batman and Star Wars injected into them to 
help differentiate decidedly similar experi- 
ences. But that would be grossly oversim- 
plifying things, as most of the LEGO games 
at their core are built around having fun, 
with a ton of charm to boot. LEGO Marvel 
Super Heroes is no different in that respect, 
much to its benefit. 

The story is set up innocently enough - 
Iron Man stumbles across a nefarious plot 
of Dr. Doom’s to take over the world using 
fragments of Silver Surfer’s surfboard. But 
from there, it basically turns into a "who's 
who" of heroes and villains, incorporating 
the X-Men, Spider-Man, the Fantastic Four, 
the Avengers and a whole lot more. If you 
have a favorite Marvel character, odds are 
they'll be included, with their own signa- 
ture style in tow. 

Keeping in line with the rest of the LEGO 
games, the tone is far less serious than 
most Marvel properties, and an emphasis is 
kept on comedy with some competent voice 
acting. Some fans may miss the gibberish 
from past games, but at this point I’ve 
gotten used to real voices. 

For the most part, LEGO Marvel is a beat 
‘em up, providing each character with a set 
of unique moves to get the job done - for 
instance, Iron Man can shoot Unibeams and 
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fly, and Spider-Man can sling webs and 
swing from the sky. But occasionally, you'll 
need to stop and think as you solve the 
game’s myriad puzzles, which involve using 
various characters in tandem with one 
another. Riddles range from tasks like "use 
Captain America’s shield to douse the 
flame," or "use Hulk’s super strength to 
move objects," but they're fun to figure out 
all the same, and strongly benefit from 
having another player on hand to help. 

Along with the mission-based level 
structure, there is an open world city to 
explore, which is full of hidden collectibles 
and secrets. With the sheer amount of char- 
acters to unlock, it’s safe to say that LEGO 
Marvel is loaded with content. The Wii U 
version of the game looks incredibly 
smooth, and even though the visuals may 
not push the hardware in any shape or 
form, the action has a consistent sheen of 
quality. In short, it feels like you're playing 
a Saturday morning cartoon, which is no 
easy feat. Split-screen is a joy, and when 
combined with Off-TV Play, it allows a sur- 
prising amount of freedom since both 
players can explore at will. 

LEGO Marvel reminds you what it’s like 
to be a kid. It offers a diverse and storied 
cast of over 100 classic Marvel heroes and 
villains, and brings it all together in a light- 
hearted adventure that makes it hard to 
not crack a smile. Although it isn’t the be- 
all end-all of LEGO games, it still offers up 
enough to keep most Marvel fans satisfied. 
- CHRIS 
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WHEN SONIC COLORS hit the 
scene, | was honestly shocked at how 
great a game it was - it controlled 
perfectly, it had interesting environ- 
ments and it felt like the best Sonic 
game in ages. Now Sonic Team is 
giving the Colors style some extra 
polish with their debut Wii U title 
Sonic Lost World, which is exclusive to 
Nintendo’s systems. While it suffers 
from some minor quirks along the 
way, there is no question that | had a 
ton of fun playing with the Blue Blur. 
The story in Lost World centers on 
the Deadly Six, a group of mystical 
creatures who only have destruction 
in mind. In the beginning, Dr. Eggman 
has full control over them with a 
special horn — but he’s quickly cast 
aside by his new minions when Sonic 
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throws away Badly McNosehair’s new 
toy, causing the team of six to break 
from his sway. The Six then plot to 
destroy Eggman and Sonic’s world 
with machinery that the dear doctor 
himself built - forcing an unlikely 
alliance between Doctor and 
Hegdehog, who together 
must reach Eggman’s 
ultimate hideout at the Lost 
Hex and defeat the Six, 
no matter what the cost. 
New play control is front 
and center in Lost World, a 
change that should make this 
Sonic outing more accessible to many. 
His normal movement speed is slower 
now, which makes him easier to 
handle than the always-sprinting Sonic 
we've seen at some points in the past. 
The ZL and ZR buttons play a massive 
role in the new speed strategy, as you 
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use these to Spin Dash and Boost, 
respectively. New to Lost World, too, is 
some parkour skill for our hero, which 
allows him to climb stylishly over 
obstacles. It takes a little while to get 
the hang of it, but it proves to be a fun 
and effective way to get yourself 
onto ledges and save you 
from certain doom. 

The Wisp powers from 
Sonic Colors return too. 
Some are still grand, like 

the Drill and the Rocket, 
but most of the new ones 
are finicky — and it takes an 
unusual amount of practice to learn 
them well. 

The Crimson Eagle power is a good 
example of this, as you use the Wii U 
GamePad’s built-in tilt controls to 
guide Sonic’s erratic flight as he’s 
transformed into a red, speedy bird. 
Most of the time while | was using it, | 
didn’t understand what | was doing 
wrong - and | know confusion wasn’t 
the developers’ intention. Other 
power-ups are similarly afflicted by 
unnecessary motion control, and it 
would have been nice to just use 
actual buttons for these powers. Sonic 
Team must have felt like they needed 
to let the GamePad do something 
special. 

Aside from a few wonky Wisps, the 
levels are quite fun, and there is quite 
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a lot of variety on display here. In one 
type of level, you'll constantly be 
speeding to try to reach the end 
without any harm. In another, the 
game goes strictly 2D, breaking up the 
constant stream of 3D levels. It’s a 
good mix overall, only brought down 
by a few nasty difficulty spikes here 
and there. Sonic Colors had those too, 
though the peaks and valleys seem to 
be even further apart this time - | had 
to simply step away from the Wii U for 
a while in the worst out-of-nowhere 
moments of painful difficulty, as these 
moments when you’re making zero 
progress are truly frustrating. 

Beyond just speeding through the 
levels, you also have time trials to try 
and five red coins to collect in every 
stage (unlocking a bonus if you find 
them all). There’s also a two-player 
option, in which you and a friend can 
locally play a set number of stages 
against one another. Lost World’s a fun 
ride with a friend, as you'll be compet- 
ing to see who can progress through 
the stages the fastest and who can 
collect the greatest amount of rings. It 
gives the game some extra longevity 
(even though | would have rather had 
those options online). 

Sonic Lost World on Wii U is an 
incredible platforming game, packed 
with variety. The Sonic formula has 
not completely evolved with this new 
adventure, as difficulty spikes and 
complicated Wisp powers make it, at 
times, painful to play. When you look 
past those problems, though, and also 
take in the great visuals and 
soundtrack, you’ll find that there is 
nothing quite like getting lost with 
Sonic in this new World. - DAAN 


Too Fast to Keep Up With 


ON THE 3DS, Sonic Lost World is a weird experience — one that 
will leave most players unsatisfied. 

At first, everything seems fine. You start exploring standard 
Sonic environments like Windy Hill and play through some inter- 
esting 2D and 3D platforming levels. They’re quite enjoyable, and 
show off Sonic at his best as you're quickly traversing through 
these areas, only having to slow down to pick up power-ups. 

Slowing down actually plays a big part in this adventure, as 
Sonic’s regular running speed has been lowered - and you’re now 
required to use the R Button to shoot yourself forward at his 
normal blazing-fast velocity. You can’t zip everywhere, though. 
Letting go of R is required in many puzzle-esque stages, where 
you have to clear some obstacle objectives to get to the next part 
of the stage. It’s an odd shift, after two decades of Sonic titles 
focusing more forcefully on speed — there are, however, bigger 
problems that you have to deal with here. 

The camera is a chore to manage, as it doesn’t always move 
along correctly with the player. You can re-center yourself in the 
view with the L Button, but you shouldn’t have to use that L quite 
so often - the game just doesn’t keep up with you. 

Another issue lies in the motion controls, which are used with 
the Grey Quake Wisp power and in special stages. The Wisp in par- 
ticular is really tough to get a grasp on, as it makes you move at a 
breakneck pace (which, again, is hard for the game to keep up 
with). Other power-ups simply use the buttons, which is a relief. 

Exploration stages become hard to handle because of these 
problems, and they’re frustrating enough that I’d think some 
players would just choose to turn off the game entirely. 

What’s also a major bummer is that the cutscenes look really 
awful on the 3DS, so the Saturday morning cartoon vibe of the Wii 
U version doesn’t translate here. 

Sonic Lost World offers a fine platforming fix, 
but its flaws break its flow badly. It’s a shame, 
because buried underneath the problems is 
a game that would have been a very cool 
experience. - DAAN 
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More of the Same in Sochi 


MARIO & SONIC AT THE SOCHI 2014 OLYMPIC WINTER GAMES 


WHEN WE FIRST heard that Mario and 
Sonic would appear together in a game, 
most of us had visions of the mascots 
teaming up for an amazing adventure. Sega 
and Nintendo had quite a different idea, 
pairing the two (and a ton of their friends) 
for minigame collections with an Olympic 
theme. While some might question why, the 
Mario & Sonic at the Olympics series has 
been a fruitful endeavour through three 
installments so far, the successes of which 
paved the way for this new Wii U exclusive. 
So how does the franchise’s debut on new 
hardware stack up? Well, the jump from Wii 
to Wii U has certainly done wonders for the 
visuals, but the gameplay experience 
remains a mixed bag. 

Mario & Sonic at the Sochi 2014 Olympic 
Winter Games offers up two dozen different 
Olympics-themed events for you to tackle. 
This includes both realistic representations 
of events you’ll actually see soon in the 
upcoming Games in Sochi, as well as Dream 
Events that add a bit more fantasy to the 
equation. Grab yourself a character from 
the overflowing roster of Mario and Sonic 
choices, pick an event that tickles your 
fancy and try to achieve the best score or 
fastest time. 

Just as with past Mario & Sonic titles, 
there are some winners and losers in the 
collection. It’s quite tough to find a middle 


ground of fun games with balanced 
controls. More often than not, you'll play 
events you either love or hate. 

A lot of that distaste comes from the 
controls, which can be quite rigid or seem- 
ingly unresponsive - it all depends on what 
the game is asking you to do. Playing the 
Bobsleigh event with the GamePad as a 
motion controller with a first-person view 
handles fantastically and is a blast. On the 
other hand, Cross-Country Skiing events 
will be a true test of your patience, with the 
Wii Remote fighting against you every step 
of the way. You’ll quickly learn which 
Olympic sports offer the most fun and best 
controls, leaving the others to never be 
touched again. 

Online play is an option as well, but you 
might have trouble finding other players 
online with this one. 

In the end, the key is finding the games 
you like and adding in friends for extra fun. 
In the right setting with a good group of 
players, you'll crack a smile. 

Play alone and you might 
regret your purchase 
soon thereafter. 

- KEVIN C. 
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KAOS IS ONCE again back to bring 
terror to the Skylands, and he’s got a 
new evil plan (as he always does). The 
small-but-powerful overlord is plotting 
to "evilize" the Ancient Elementals, 
four mystical beings who replenish the 
magical energy in Skylands every 100 
years — if they’ve gone bad when the 
time to do their once-a-century job 
comes around, he figures, darkness 
will spread through the world. 

It’s up to you, as the young Portal 
Master, to save the Skylands and stop 
Kaos cold. 

Skylanders: Swap Force offers lush, 
large 3D levels, with gameplay focused 
on platforming, combat and puzzle- 
solving. That might sound like the 
older Skylanders games, but the first 
critical difference here is that charac- 
ters can actually jump now, instead of 


Smaller Screen, Smaller Fun 
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using springs every single time they 
want to change elevation. While it’s 
not the most surprising aspect of this 
sequel, the simple act of jumping does 
create more playfulness in the level 
design - and that makes the overall 
experience more fun. 

Jumping’s addition doesn’t mean 
that the game completely switched 
genres, though, as the focus stays 
fixed on adventure elements. There 
are additional missions to do in every 
stage, which warrant multiple play- 
throughs. You will have to defeat a big 
group of enemies, for example, or 
collect certain items. These sidequests 
cause players to step away from the 
regular path quite often and add some 
solid variety along the way. 

This variety can also be found in 
the many challenges the game has to 


AN ORIGINAL STORY just for the 3DS immediately 


sets this portable edition apart, as the evil Count Moneybone, lord of the underworld, has dispatched 
his robot army to conquer the Skylands. Of course, the Skylanders don’t back down from a challenge, 
and you're the one tasked to the stop the threat at all costs. OK, so the story isn’t a prize winner — but 
the gameplay? It’s an improvement over last year’s portable version of Giants in several ways. 

It seems that the developers at n-Space really learned from what didn’t work in their previous effort 
and ironed out all the issues in this new one. The game’s environments are slightly more compact, 
which makes travel smoother and the action way more satisfying. While it is more linear than Giants 
was, there are still plenty of secrets to find along the way, such as are short branching paths, which 
sometimes contain challenges for specific types of Skylanders. In other places, you’ll find extra treasure 


chests and more enemies to fight to earn additional experience. 


The game really needs these challenges to make your quest longer, too, because the overall experi- 
ence is somewhat on the shorter side. And, as with the Wii U version above, you'll have to pay a 
premium to even start to play it, because Swap Force requires a new Portal of Power. 


What’s worse, you'll probably end up barely using the portal - the game allows you 
to now import all of your Skylanders figurines, so that you can flip through them on 
the fly while playing. It’s a time saver to not have to re-position each figure on the 
portal each time, but it’s also a convenience that destroys some of the magic of 
seeing your toys come to life in just those moments when you need them. 

Last year’s Giants was a disappointment on the 3DS, but Swap Force is, 
for the most part, a pleasant surprise. Skylanders-curious? There’s surely 


something for you to love here. - DAAN 
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SKYLANDERS: SWAP FORCE 


offer, which are found more frequently 
than before. There are the usual 
elemental gates, where only a certain 
character type can enter - Water, Air, 
Tech, etc. - but new to this version of 
Skylanders are the Swap Force charac- 
ters, who can be combined out of two 
different parts to make brand new, 
half-and-half creatures. 

So, for example, you can take the 
head and torso of the Water-element 
Wash Buckler and swap out his octo- 
legs for the jet-propelled feet of the 
Fire-element Blast Burn. The result 
(seen above) is "Wash Burn," a half- 
Water, half-Fire fighter that can 
interact with new dual elemental gates 
of the same type combination. 

Mixing and matching different char- 
acters to create different combos is 
really fun and engaging, but it’s clearly 


ACTIVISION 
N-SPACE 


a game mechanic purely motivated by 
Activision’s desire to sell more toys. 
The problem there, though (besides 
the major hit to your wallet) is that the 
Swap Force figurines can be damaged 
easily — they look nice at a distance, 
but they’re a bit flimsy. (You also have 
to buy a new Portal of Power to get 
them to work, which is especially 
annoying for those who just invested 
in the "old" version with Skylanders: 
Giants just one year ago.) 

Money matters aside, Swap Force 
does really shine on the Wii U - you'll 
feel like a kid again, especially when 
you experience the great character 
dialogue, funny animations and all the 
other subtle touches that really make 
it feel like your toys are honestly 
coming to life. The next battle in the 
Skylands awaits you! - DAAN 
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Pac is Back on the Go... 


IN A TWIST, the 3DS version of Pac-Man and the Ghostly 
Adventures plays out as a 2D sidescroller - rather than the 3D 
platformer the Wii U’s received — and it features a separate story 
as Pac-Man sets out to retrieve the Tree of Life from Betrayus. 
Along the way, he'll also get help from his friends, who are more 
involved here than in the Wii U title, and who are using the cool 
fruit-based vehicles which were relegated to arcade-style mini- 
games in the other version. 

The Power Berries used throughout the Wii U title are also 
here, and while many act in a similar fashion to their console 
counterpart, they’re put to better use throughout as you’re not 
forced to employ them to progress. Even so, you can stockpile 
them and return to previous levels to find new areas and collect- 
ibles that were previously inaccessible. The only downside is that 
they’re on a set timer, and Pac-Man tends to freeze up when they 
run out - sometimes leaving you in a most precarious position. 
The backdrops and enemies all come right out of the cartoon, and 
while there is a nice bit of variety to the environments visually, 
they don’t tend to vary how the stages play very much. 

One of the highlights is using your chomping ability to chain 
together combos and earn higher scores and extra lives without 
touching the ground. The homing-attack chomp seems to work 
better here than in the Wii U version, and is overall more reliable, 
though on occasion Pac-Man tends to home in on an enemy other 
than the one you're going for, which can mess up some planned 
moves or combos. This can really be a problem during certain 
boss battles, some of which are already a bit too random and 
drawn out. 

Where Ghostly Adventures for Wii U feels like the cartoon 
come to life, this 3DS version has taken the path of 
actually feeling like a solid (if unremarkable) 
video game adaptation. - DAVID 


NAMCO BANDAI 


.. and on the Big Screen 
PAC-MAN AND THE GHOSTLY 


ADVENTURES 


THE GHOSTLY ADVENTURES on Wii U is 
not only based on the new cartoon, but 
looks like the show itself has come to life in 
video game form. It is spot-on visually and 
aurally, and should thrill fans with how 
close the resemblance is. The only thing 
missing is the "Pac is Back" theme song - 
though it at least seems to be present in 
instrumental form. 

The downside of this strong connection 
to the show is that the game feels like it 
expects the player to already be familiar 
with the toon before playing — not even 
explaining who "Sir C" is when referring to 
the inventor, Sir Cumference, for example. 

As Pac-Man travels to stages via the 
world map, he must thwart the Underworld 
army of Betrayus by chowing down on 
every ghost he sees and collecting the 
glowing pellets that show which way to go 
and allow him to visit newer levels. As you 
complete some stages, you'll find added 
bonus levels, which often provide a higher 
level of challenge. Between levels, you can 
visit Maze High School, where you can play 
a number of minigames unlocked by col- 
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ANIMATED ACTION 


Produced by acclaimed director and Marvel Studios founder Avi 
Arad, Pac-Man and the Ghostly Adventures is a new cartoon 
show based on the Namco Bandai mascot, which is now airing 
around the world on stations such as Disney XD. This isn’t your 
father’s Pac-Man, however — you'll find no Ms. Pac-Man or Baby 
Pac here. Instead, this Pac-Man is a younger, school-age kid 
who's just coming into his own as a hero as the sinister Betrayus 
unleashes his legions of Underworld ghosts upon the near- 
helpless denizens of Pac-World. Fortunately, being yellow 
doesn’t mean he’s chicken — rather, his lemony hue indicates a 
legendary lineage that distinguishes Pac-Man as the only one in 
Pac-World capable of eating the invading ghosts. Joined by his 
classmates Spiral and Cylindria, who — courtesy of the inven- 
tions of Sir Cumference — have their own ways to deal with the 
baddies, the trio team up with the ghostly double-agents Inky, 
Blinky, Pinky and Clyde to thwart Betrayus’ forces of ghouls and 
monsters. It’s easy to see the amount of love and reverence for 
the property that went into creating the cartoon, especially 
when it features classic tunes, arcade sound effects and visual 
references to past games. What’s more, these same loving refer- 
ences also make their way back into the video games, bringing 
everything nicely full-circle. In addition to the cartoon and tie-in 
video games on Wii U and Nintendo 3DS, there is also a new line 
of toys showing up in stores courtesy of Bandai America. 
Who wouldn't want a pineapple tank? 


lecting different types 

of fruit found at the 

end of each level, or 

talk to the cast of 

characters who freely wander the school. 

Within each stage, Pac-Man’s main 
attack is a button-activated chomp that can 
be chained together to zap several ghosts. 
Pac-Man also uses Power Berries to take on 
different forms, which can be kind of hit- 
or-miss. They’re generally fun to use, but 
when you come across one, they tend to 
dictate how the stage is played, very much 
like how the items in Super Mario Galaxy 
are more akin to keys used to progress, 
rather than merely enhancing your hero. 

After a while, this can become tedious — 
particularly with the Boulder and Rubber 
berries. Regular Pac-Man is often more effi- 
cient at taking enemies out, but the way 
the stages are laid out, it’s more about 
acquiring, losing and reacquiring your 
powers to get through as necessary. 

To Namco Bandai’s credit, Boulder 
Pac-Man is easier to control than Rock 
Mario - complete with a stop button - 
which is a good thing given the longer 
duration you're required to be in the form, 
and the platforming that goes with it. 

Some tedium aside, the game is a lot of 
fun. But there is one thing which drags it 
down considerably: the camera. Few game 
cameras have ever felt as frustrating as this 
one, and while it’s not a big issue early on, 
it becomes an ever-increasing one as you 
progress. It’s especially bad in one of the 
early bonus levels, as you're constantly 
having to re-adjust it while on a conveyor 
belt that wraps around a building, all while 
trying to keep an eye on when to jump on 
disappearing platforms. Later on, it instead 
adjusts itself in the worst ways during a 
boss battle - a battle that would have been 
innovative and fun were it not for your 
having to fight your own view the whole 
time! (The same camera issues also tend to 
mar what is otherwise a fun multiplayer 
mode that puts you in the role of the ghosts 
in a version of the old arcade game.) 

The Ghostly Adventures is a fun, if not 
outstanding game, and will hopefully 
please fans of the franchise. Unfortunately, 
its camera issues may be what keep it from 
standing a ghost of a chance. - DAVID 
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Fighting and Farming 


THERE WAS A time when Rune Factory was a mold-breaking 
new idea. Natsume’s Harvest Moon series of heartwarming farm 
sims had fallen into a rut — it was getting too many sequels too 
frequently, with each one too similar to the last. It looked like a 
franchise in decline, but then the first Rune Factory arrived - a 
spin-off to Harvest Moon, it reinvigorated that series’ farming 
foundations by adding combat and dungeon exploration to the 
mix, so that players didn’t have to spend all their time simply 
toiling in the fields. 

It feels like that time when Rune Factory felt fresh and new 
was a long time ago now — because it’s beginning to fall into the 
same rut of repetition that Harvest Moon did. 

Rune Factory 4 is the latest to iterate the same formula, as you 
once again take up both sword and plowshare in equal measure 
to fight and farm. Well, not in equal measure exactly — the 
farming and fighting both take a backseat in this sequel to other 
busywork like running errands around town and engaging in royal 
duties. (Because this time around, you're playing as a pretend 
prince or princess who has to keep up a regal facade and work to 
improve the village through your royal decrees.) 

The "you are royalty" angle could have been something that 
gave RF4 some true personality, but it doesn’t - mainly because 
there isn’t enough for you to do. When you are given tasks to 
complete, you'll often finish them in just a few minutes. Likewise, 
your farming duties don’t take long either. You'll frequently be left 
staring at the in-game clock as it reads 8 or 9 a.m. and have 
nothing else worthwhile to do with the rest of your "day." 

So you'll probably end up venturing out of town, sword in 
hand, to go find some monsters to fight — but that’s just as boring 
after you've killed the same foes over and over again. The game 
opens up a bit more after you pour hours and hours 
into it, but it’s not really worth investing that 
much time into a game that won't give back. 

Rune Factory’s in a rut. - LUCAS 
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FOEs are far more powerful than other 
enemies. It is best to avoid ones you 
encounter for the first time. 


OFTENTIMES IN RPGS, gameplay comes 
second to the story. I love the combat in 
Final Fantasy VI and Chrono Trigger, but 
interesting storytelling is what makes those 
games stand out for me. In Etrian Odyssey 
Untold: The Millenium Girl (a remake of the 
first, plotless Etrian Odyssey game), an 
optional story is added, complete with pre- 
defined characters and voice acting. In 
some ways, the story makes the excessive 
exploration and cartography more friendly, 
but in other ways, it gets in the way of the 
fun. 

It’s not that Untold’s tale is bad. It 
focuses on the titular Millenium Girl, an 
amnesiac from a technology-laden past, 
who meets up with the mostly silent pro- 
tagonist and a ragtag team of explorers. It’s 
predictable and told through gorgeous 
anime cutscenes. The story does cut into 
the game’s pacing, making certain areas 
drag on longer than they should. 

If you’re a fan of the older games (or 
hate stories), a Classic mode still awaits you 
that is more in line with the original game. 
The dungeons are remixed, though, so it’s a 


An Encore in Etria 


fresh yet familiar 
experience for people who dove 

into the original Etrian Odyssey on DS. The 
usual shoestring story and user-created 
characters lead the charge here, just in 
case the anime stylings of the enhanced 
story mode don’t suit you. Like past entries, 
you crawl through multiple dungeons, 
drawing out your map on the touch screen, 
while avoiding or fending off giant map- 
roaming enemies and uncovering secrets. It 
runs on the same engine as Etrian Odyssey 
IV, but since it’s a remake of an earlier 
game, it feels a little more limited. 

Both modes have their pros and cons, 
but you must choose wisely at the start, 
since only one save file can be active at a 
time. You can, fortunately, change the diffi- 
culty at will. On the default setting, Etrian 
Odyssey can get quite challenging, but you 
can turn it down to Casual or Picnic in case 
you're intimidated or stymied. Casual is 
similar to the same mode in Etrian Odyssey 
IV, where it’s not drastically less challeng- 
ing, just more forgiving. Picnic is a 
cakewalk, much like the name implies. 

Untold’s biggest gameplay addition is 
Grimoire Stones, which are generated at 
random during battles. It can be an inter- 
esting way to cross-train your characters - 
as it allows characters to learn abilities 
outside of their classes — but it’s too 
random and often too convoluted. You can 
fuse the stones to create new ones, but 
when you have little control over what 
stones are generated, it becomes a crap- 
shoot as to whether or not you'll get some- 
thing you want to use. 

If you’ve always been curious about the 
Etrian Odyssey series but prefer your RPGs 
to be story-heavy, then Untold might 
scratch that itch. It’s a fantastic attempt at 
making a niche RPG a little more digestible. 
The appeal of the series, for me, has always 
been the cartography and exploration. 

Unfortunately, Etrian Odyssey IV came 
out earlier this year and did all of this 
better. Pick up a copy of it if you want to 
play an old-fashioned Etrian Odyssey game 
— Untold should only be what you go to 
second, unless you desire a more cohesive 
story. - NEAL 


Running Low on Turtle 


Power 


AS LICENSED PROPERTIES go, the 
Teenage Mutant Ninja Turtles are legends 
in the video game industry, practically 
growing up alongside Nintendo. With the 
exception of the Nintendo 64/Virtual Boy 
era, they have appeared on every Nintendo 
console and handheld to date, and many of 
those games were terrific, particularly 
those released in the late ’80s and early 
"90s. It’s quite a legacy - one that’s allowed 
Splinter’s pupils to stand alongside such 
greats as Mario, Mega Man and Sonic in the 
minds of gamers. 

And then we have this game. 

Based on the new Nickelodeon cartoon 
series, this new TMNT is a bit of an oddity 
(it’s on Wii, first of all, and not Wii U). 
Activision is the latest to hold the license, 
and this marks their second effort to bring 
the green teens to our gaming machines. 

It should be noted that this title has 
nothing to do with the Out of the Shadows 
title recently released on other platformers, 
aside from the given ties to the franchise 
and its tenuous connection to the new 
cartoon. Whereas OotS presented a grittier, 
grimmer version of the Turtles inspired by 
the likes of the recent Batman: Arkham 
games, right down to its combat, this Wii 
game is a little more old-school in its 
gameplay and is directly tied to the show. 

Indeed, this game feels more like a call 
back to the TMNT arcade brawlers that 
were all the rage in the early 90s, but this 
modern game regretfully just doesn’t 
handle things as well as those games from 
over two decades ago. The developers have 
tried to do more with the basic concept, but 
in doing so, they’ve managed to muddy the 
waters — like so much of the sewage that 
the Turtles tend to trek through. Movement 
is sometimes confusing, as you try to figure 
out where to go next, while flashing arrow 
indicators only seem to appear when it’s 
already obvious. Other times, you’ll try to 
move around and find yourself getting 
caught up on parts of the scenery - or 
nothing at all. Further complicating things 
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TEENAGE MUTANT NINJA TURTLES 


is having all four Turtles on-screen at all 
times (as you can switch between them), 
whether there are four players or one. The 
computer-controlled Turtles do little more 
than crowd around you, occasionally hitting 
enemies, but otherwise feel like they’re just 
cluttering things up. 

Visually, the game is inconsistent. 
Characters such as April and Splinter look 
great, but the Turtles themselves look like 
they came out of the early GameCube era. 
We know the Wii can do better than this, as 
it has with previous Turtle titles. The 
enemies, meanwhile, tend to look rather 
same-y, especially from a distance and 
compared to the wide variety of differently 
colored Foot Soldiers and other foes who 
populated the classic games. Sure, it’s a 
little more true to the cartoon, but at what 
cost? The sound, meanwhile, is also true to 
the cartoon with the same songs and 
voices, but with a certain scratchiness 
tainting the quality. 

It’s easy to see and appreciate what the 
developers were going for, but at the same 
time, it just doesn’t come together well. 
This is best represented by the return of 
the ability to throw enemies directly into 
the camera; it’s still a cool move, but they 
stay splattered across it for far too long. 

Overall, while the end experience isn’t 
especially bad, it does come out a bit flat 
and a little boring, if not frustrating at 
times. - DAVID 
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This Store’s a Snore 


WHEN IT WAS first announced, Hometown 
Story seemed to be another Rune Factory in 
the making - a game that would take the stale 
formula of Harvest Moon and do something new 
to bring life back to its fundamental ideas. After all, this game is 
the latest project from Yoshida Wada, the creator of Harvest 
Moon. If anyone could bring that series back to its roots and build 
something new from the same foundation, it would him. 

But it just hasn’t happened here. Whereas Rune Factory’s 
tweaking of the formula worked for a while before it began to 
stumble itself, Hometown Story fails right out of the gate. 

As in those other series, here you begin your adventure as a 
new, just-moved-to-town kid with stars in your eyes — but rather 
than taking over a failing farm, this time you've inherited an old 
shop. With a cutesy Pokémon-ish assistant named Pochica 
hovering constantly at your side, you take on the challenge of 
reinvigorating this dusty old store into a gleaming, bustling center 
of commerce. 

The idea has promise, but in practice, it stalls almost immedi- 
ately. It’s boring to stand around in a store all day long, waiting 
for customers to come and go. It’s frustrating when someone 
shows up, then leaves without buying anything - especially since 
the game seems to give you clues, but they don’t help motivate 
purchases at all. (A common scenario: A customer says something 
like "| love fish!," and you put out a few different fish for them to 
choose from. They then grumble and leave empty-handed. What?) 

Also frustrating is the fact that you’re tied down by the store 
and don’t feel the freedom to explore the town outside. Even if 
you abandon the shop, leaving customers standing around and 
unable to complete their shopping, there’s very little to discover 
outside anyway — the game world is bland and empty. 

And sealing the deal on this Story not being one worth playing 
is a variety of control troubles. It’s hard to even walk sometimes. 

Hometown Story seemed like a good idea. It wasn’t. - LUCAS 
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Linking to the Series’ Past 


IT’S HARD TO find another Nintendo 
franchise that Nintendo fans hold in 
higher regard than The Legend of 
Zelda. Over a quarter-century after its 
first installment, the series continues 
to offer top-tier experiences that fans 
clamor for year after year. But while 
the Zelda franchise is hugely impor- 
tant to Nintendo and its fans, there’s 
no denying that some of its entries are 
more widely praised than others. And 
without a doubt, one of the most 
beloved titles in the series’ lineage 

is The Legend of Zelda: 
A Link to the Past. 
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Originally released for the SNES in 
1992, A Link to the Past is still recog- 
nized today as truly the pinnacle of 
the traditional, top-down Legend of 
Zelda experience - and perhaps that’s 
why many were worried when 
Nintendo unveiled what looked to bea 
direct sequel to the SNES classic. 

For awhile there, even Nintendo 
didn’t know what to call The Legend of 
Zelda: A Link Between Worlds. Fans 
had dubbed the game "A Link to the 
Past 2," which is a name that Nintendo 

skewed from in the States, but 
decided to run with in Japan. 
Even with a name change for 

North America, there’s no 
denying this title’s deep 
ties to A Link to the 

Past. Even better, A 
Link Between 


Worlds is more than worthy of follow- 
ing that masterpiece’s 16-bit footsteps. 

When you first set foot into the 
Hyrule of ALBW, you'd be forgiven for 
thinking that you were playing a direct 
remake of ALTTP. Minus an intro cut- 
scene, the beginnings of both games 
are eerily similar. You wake up in the 
same bed, in the same house, and 
quickly earn a mission to bring a 
sword to Hyrule Castle. To be honest, 
the first hour or so of A Link Between 
Worlds will give you a great sense of 
déja vu. This is just a sneaky trick that 
the game pulls on you — because as 
your adventure continues and you 
explore what it has to offer, you see 
how A Link Between Worlds becomes a 
very different experience. 


The first big change-up comes from 
this sequel’s new wall-merge ability, a 
mechanic that was shown off in the 
very early reveals of the game. 
Through a fight with the clearly evil 
and physically creepy villain Yuga, you 
discover your ability to turn yourself 
into a mobile painting that can walk 
across walls. 

Wall-merging turns the entire 
Legend of Zelda series on its head. 
Flat, impassable walls have been the 
building blocks of these games for 
decades - you could occasionally 
bomb through them or climb up them, 
but the ability to now flatten yourself 
upon them and traverse their surfaces 
gives you the chance to explore Hyrule 
in a way you never could before. The 
very architecture isn’t a boundary to 
the playing field any more - it is itself 
a new, extra field in play. 

It’s a completely new way of 
thinking for longtime Legend of Zelda 
fans that will certainly take some time 
to get used to. You'll encounter 
puzzles that will seem like a complete 
dead end, but after some time spent 
staring at empty walls, you'll realize 
that you can simply merge with your 
surroundings to sneak past an 
obstacle. A Link Between Worlds uses 
this ability in so many unique and 
interesting ways that you'll always find 
yourself surprised with how the 
mechanic is implemented. 

To ease you into the ability as a 
regular option in your repertoire, A 
Link Between Worlds’ first few hours 
stay closely in line with A Link to the 
Past. You'll have to travel Hyrule in 
search of three pendants that are nec- 
essary in order to collect the only 
weapon capable of stopping Yuga’s 
evil plan, the Master Sword. Again, 
that feeling of familiarity will creep 
back as you travel across Hyrule in 
search of these pendants, but the 
sidequests and dungeons you encoun- 
ter along the way will be completely 
new. It’s a real delight to see how 
Nintendo’s many years of crafting 
Zelda games has helped them to 
return to A Link to the Past’s Hyrule 
and create something truly fresh. 
Link’s new abilities, friends, enemies 
and locations make this title feel 
almost like an alternate-reality ALTTP. 


That’s only in the very early hours 
of the game, though. Once you collect 
those pendants and get the Master 
Sword, A Link Between Worlds truly 
comes into its own. The wall-merge 
ability, the story and setting all take 
you ina much different direction. If 
you’re thinking that the main bulk of A 
Link Between Worlds will play out as A 
Link to the Past did, you’ll be in for 
quite a surprise. While similar in visual 
style, you'll be setting out on an 
adventure in a brand-new version of 
Hyrule named Lorule. Suffice it to say, 
this is not a very friendly or welcom- 
ing place. Thankfully, you'll have a full 
arsenal of items to defeat enemies 
and overcome obstacles along the 
way. This is thanks to A Link Between 
Worlds’ new inventory mechanic. 

Gone are the days of entering a 
dungeon, finding a new weapon/item 
and using that to defeat the boss 
within. A Link Between Worlds allows 
you to visit shopkeep Ravio quite early 
in the game to rent absolutely any/all 
items he has to offer. That means you 
can tackle very early dungeons in the 
game with bombs, the bow, the 
hookshot and more. The option to buy 
these items outright comes a bit later, 
but the option to rent all of them is 
only limited by your collection of 
rupees. Good thing you don’t have any 
wallet restrictions to deal with! 

This new shift with item manage- 
ment makes A Link Between Worlds 
more exploration-based than any 
other entry since the original NES 
Zeldas. You're very rarely held back 
from certain locations due to the lack 
of a needed item/weapon. When you 
see a cave with a blocked entrance, 
you'll already have bombs to clear a 
path. When you stumble upon a switch 
that can only be hit with a bow and 
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This Shadow Link has come via 
and awaits battle! 


arrow, you'll already have what you 
need to keep moving ahead. This adds 
such a sense of freedom to explora- 
tion, really making you feel like you 
can go anywhere and do anything you 
please. 

This is only expanded upon by the 
fact that dungeons are now open for 
you to tackle in any order you see fit. 
All dungeons available will be marked 
on your map, but it’s up to you to 
decide which ones you want to clear 
first. When you do arrive at these 
dungeons, they'll be marked with an 
item emblem out front to show what 
you'll absolutely need to clear it. 

You don’t even have to worry about 
walking to one corner of the map for a 
dungeon blocked off by items you 
don’t have - you can use a warp ability 
to plop yourself right back down at 
Ravio’s shop and collect what you 
need. Just be warned .. . if you're 
renting items from Ravio and you die, 
his pet bird-creature Sheerow will 
swoop in to your Game Over screen 
and reclaim his property! 

All of these changes, coupled with a 
classic Zelda gameplay approach, 
make A Link Between Worlds feel like 
the ultimate love letter to the long- 
running series. It comes across as the 
perfect combination of old and new 
ideas, executed with pure precision. 

Nintendo executives like Eiji 
Aonuma have said that the company is 
serious about changing up the Zelda 
series, to keep it from growing stale. A 
Link Between Worlds proves that 
those statements have not just been 
empty words. This game pays homage 
to the past and pushes the series into 
the future simultaneously. 

Change can be very, very good. 
- KEVIN C. 


Rupees play a huge role in A Link Between Worlds. With the ability to rent or 
buy almost all of the game’s items right from the start, you'll want to have as 
much cash on you as possible. Outside of the usual pot smashing, bush slashing 
and treasure chest collecting, A Link Between Worlds offers up all sorts of 


minigames to help you make a quick buck. Just remember, with these mini- 
games, you'll have to spend some money to make money! 


Perhaps you'd like to show off your speed-running ability by entering in a mad 
dash across Hyrule? One game has you literally running from one corner of the 
world map to another, as fast as your feet can carry you — if you manage to 
cover the distance before time runs out, you'll come away with quite a good 
haul of Rupees for your adventuring needs. 


On the other hand, maybe you'd like to try your luck with the Zelda series’ most 
formidable foe . . . the Cucco! A small farm you'll stumble upon will let you hop 
into a Cucco pen in a game of, well, chicken. Avoid contact with the Cucco 
swarms for a set time limit to grab a handful of Rupees. Work your way 
through the ranks to open up an endless time limit option! 


Maybe you've always wanted to try your hand at some baseball? Believe it or 
not, A Link Between Worlds lets you play a unique version of America’s great 
pastime that involves pegging enemies and smashing pots by doing your best 
slugger impersonation. Strut your stuff on the diamond and conk a few 
enemies with home runs to earn yet more padding for your bank. 


STREETPASSING SHADOWS 


your game world. It’s up to you to then hunt them down and defeat them - if you can! 
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A Link Between Worlds gets creative with its implementation of StreetPass - by making an old 
foe who has plagued Link for years into the star of this extra feature. By talking to an old-timer named 
Gramps in Kakariko Village, you'll be able to open up the option for StreetPass battles with Shadow Link! 
You'll set up your own Shadow Link to represent yourself, arming him with items from your inventory to 
prepare him for battle. (Will you give him the Fire Rod to wield? Maybe some bombs?) Other players will do 
the same, and after you Pass them, their data will pop up as a Shadow Link standing around somewhere in 


An Augmented Edition 


DEUS EX: HUMAN 


REVOLUTION - DIRECTOR'S CUT 


DECISIONS, DECISIONS. Deus Ex: 
Human Revolution - Director’s Cut 
offers up options in spades. How you 
ackle levels, engage in conversations 
and augment protagonist Adam 

ensen determines the outcome of this 
action-adventure title on Wii U. 

The game’s versatility is its 
strength, letting users play as they see 
it. More a pacifist than a warrior, | 
tended to embrace stealth enhance- 
ments, but blowing away enemies with 
machine pistols and frag grenades 
worked well too. The many ways to 
navigate the game’s environments and 
tackle objectives is impressive, reveal- 
ing the level of care and detail placed 
on this title, which originally released 
in 2011. Seeing the vents, destroyable 
walls and hiding spaces littered 
throughout a locale makes each new 
area feel like a playground, rewarding 
player creativity. 

Where the game comes crashing 
back down to Earth is in regard to 
Jensen, who players control through- 
out the 30-plus-hour adventure. The 


gruff security officer (and ex-SWAT 
member) sounds like a bad movie 
trailer narrator whenever he opens his 
mouth, which makes immersing 
yourself into his character trouble- 
some. His look and swagger definitely 
fit in the gold- and black-tinged futur- 
istic setting, but his attitude and per- 
sonality are groan-worthy. 

Unfortunately, he’s not backed up 
by a particularly stellar cast, except 
for possibly Pritchard, a computer and 
IT specialist who serves as a sidekick 
of sorts. His bristling attitude and 
self-absorbedness at least creates one 
memorable character, unlike the 
hollow Jensen. 

Though the characters — and plot - 
fell short, the layout of the world and 
small, cleverly embedded stories kept 
me half-heartedly interested. Hacking 
computer terminals or digging 
through desk drawers lets players 
discover journals and emails, which 
weave together what’s going on 
around you. For example, while infil- 
trating a news organization, you learn 
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what happened in the offices in the 
days and hours before an emergency 
evacuation. These vignettes pull back 
the curtain on the overarching narra- 
tive and universe of Deus Ex: Human 
Revolution. 

This Director’s Cut version of the 
game takes the celebrated original 
and optimizes the experience for Wii 
U. And | must say, developer Straight 
Right has done a bang-up job. 

The GamePad is a natural fit for the 
title - you hack terminals with finger 
taps or draw map reminders right on 
the touch screen. The only action that 
seemed unintuitive was using a rifle 
scope, which oddly requires looking at 
the GamePad screen — but that’s 
forgiven with all the other enhance- 
ments. Off-TV Play is available and 
works like a charm. | loved how the 
Australian developer manipulated the 
mode, such as still offering touch icons 
on the sides of the screen for easy 
menu navigation. 

This special edition also includes 
commentary from the lead developers 
- and it’s fantastic. Hearing the group 
break down design choices and game 
decisions is fascinating, especially 
when they’re critical and open about 
what worked and what didn’t. 

Mary DeMarle, narrative director of 
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Eidos Montreal, highlights the team’s 
motivations and goals for the story 
from the first playable room while 
simultaneously bemoaning the stand- 
still animations of scientist Megan 
Reed. While DeMarle explains how she 
always avoids looking at Reed in this 
particular scene, another team 
member chimes in, admitting that the 
movements come off as a bit sexist. 
These reflections bring about a deeper 
appreciation for the title and are rare 
in an industry so driven around public 
relations and advertising. 

Straight Right also throws in smart 
Miiverse capabilities and upgraded 
graphical tech for the title. The game 
automatically posts achievements to 
your feed (if you want it to) and also 
enables voice recordings for sharing 
map tips with Wii U friends. But one 
extra addition that hurts the game is 
the inclusion of the Missing Link story- 
line, which was originally download- 
able content. This particular section 
drags the latter half of the game down 
and feels out of place. 

Deus Ex: Human Revolution - 
Director’s Cut lives up to its label, 
especially with the commentary and 
GamePad enhancements. | could take 
it or leave it regarding the story, and 
Jensen is a terrible lead character, but 
| can’t help but be impressed by the 
freedom offered to players in explor- 
ing this futuristic world. - EVAN 


Islands of Adventure 


takes to become the winner (3, 5 or 7), 


YOU'VE BEEN TO one Mario Party, 
you've been to them all... right? 
Nintendo begs to differ, as they think 
there’s still plenty of life left in the 
franchise. The newest entry decides to 
take things down the portable road 
again with Mario Party: Island Tour. 
And while there’s no denying that this 
title will seem quite familiar to fans of 
the franchise, it does have a few inter- 
esting tricks up its sleeves - some- 
times for the better, and sometimes 
for the worse. 

As with any other Mario Party title, 
the meat-and-potatoes of the 
gameplay comes from its minigame 
collection. Whether you're tackling 
button mashing on a board game or 
playing a game of chance while 
ascending a minigame tower, each 
Mario Party game lives and dies by the 
caliber of its quick challenges. Yes, 
you’re going to see some rehashes of 
minigames that have appeared in 
previous Mario Party titles. On the flip 
side, you'll also see some new ideas 
mixed in as well. (How the developers 
of these games continue to come up 
with new minigame goals after all 
these installments absolutely boggles 
my mind.) Thankfully, this collection of 
both the familiar and the fresh ends 
up being quite enjoyable. 

The real star of the show comes 
from the game’s ability to easily bring 
a real-life party of players together. 
Mario Party: Island Tour once again 
makes use of the Download Play 
feature that Mario Party DS used 
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before it. You can bring in a group of 
three other friends to play alongside 
you, all with the use of just one game 
card. Having that multiplayer experi- 
ence is absolutely key to Mario Party 
fun, and Island Tour does a wonderful 
job of keeping that fun intact in a 
portable environment. The multiplayer 
fun is easy to set up and understand, 
even if a few of the load times are just 
a hair longer than you'd like. 

Once you get that local multiplayer 
action going, it’s time to make 
enemies of your friends. Mario Party 
games are notorious for causing huge 
rivalries between longtime pals. (Just 
as you managed to patch things up 
from your last Mario Party fallout, 
Island Tour comes along to tear you 
apart again.) The various board game 
designs included will have you fighting 
each other for mini-stars, sending 
your friends to their demise by way of 
a giant Banzai Bill and using special 
dice to steal your opponents’ hard- 
earned board position. 

Sometimes you have to utilize that 
inner mean streak to get ahead in 
Mario Party: Island Tour. Just make 
sure everyone you're playing with 
knows that it’s all in good fun! 

If you want to avoid the board 
game shenanigans and solely strut 
your minigame skills, you and your 
friends can tackle Hot Air Hijinx mode. 
This is a stripped-down version of 
Mario Party that throws together 
nothing but minigame after minigame. 
You get to select how many games it 


43 spaces 
remaining 


is pretty much the experience you 
expect, but squeezed down to fit in 
your pocket. With the right crowd 
you'll certainly have a fun time. Just 
be prepared to make some enemies! 
- KEVIN C. 


and then you battle it out to find out 
who’s best. The more minigames you 
win, the closer your hot-air balloon 
rises to the goal. If you're looking for 
a no-frills, quick-paced Mario Party 
experience, this is definitely the 
way to go. 

Island Tour also throws in 
some modes unique to this outing, 
including 30 levels of Bowser’s 
Tower (complete with boss battles), 
StreetPass action and a handful of 
minigames you play via AR card. 
While StreetPass and Bowser’s 
Tower let you experience minigames 
in some interesting ways, the AR 
card content ends up being more of 
a nuisance than a joy. 

Overall, Mario Party: Island Tour 
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REVIEWS 


When 2 is Greater than 3 


THE NINTENDO 2DS 


WHEN YOU HOLD Nintendo’s new 
2DS for the first time, you start to 
wonder why it even exists - the 
Nintendo 3DS XL is clearly a gamer’s 
best option, and the original 3DS is 
still readily available everywhere. It’s 
when you look closer, though, that you 
begin to truly see what the decision to 
take elements away from the old 
designs actually adds to your gaming 
experience. 

To start, you can’t close the 2DS - 
and this gives it a major edge over 
Nintendo’s other recent handhelds. 
Since the Game Boy Micro, there 
hasn’t been a Nintendo portable on 
the market that doesn’t feature a 
clamshell design, and many of them 
have had to deal with hinge-related 
problems. Here, you get a system that 
is solid — all put together into one 
complete form factor. The design feels 
weird at the start, as you really need 
to wrap your hands around it. But this 
learning curve is not very long, and 
just requires some dedication to get 
past it. 

The way that you end up holding 
the system feels quite nice, and your 
hands don’t feel clamped around the 
unit. It helps that the unit has a good 
overall weight to it, and that this 


weight is equally distributed across its 
body. The screens are also closer to 
one another than before, which makes 
it easier to look at the action both 
above and below. This is supported by 
the placement of the buttons, which 
hug these screens perfectly. You can 
feel a difference in a game like Kid 
Icarus: Uprising, where you previously 
needed an odd grip or its quirky 
plastic stand to enjoy it. Your left hand 
can now easily support the unit and 
reach both the L Button and the Circle 
Pad, while you hold the stylus in your 
right. 

Another point | want to make is 
reliability —- this shines through with 
the 2DS. The shoulder buttons could 
easily break on the original 3DS, and 
that seems way less likely here. They 
have a nice Game Boy Advance-style 
curve to them and a nice position on 
the upper corners of the system. The 
D-Pad is also much more solid than 
before and not nearly as loose as it is 
with the other members in the 
Nintendo 3DS family. This makes the 
system perfect for 2D platformers like 
Mutant Mudds or New Super Mario 
Bros. 2, where precision in cardinal 
directions is absolutely needed. 

Added precision can also be found 
in the motion controls, again thanks to 
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the system’s improved balance. 
There are, of course, a few aspects 
of this redesign that I’m less fond of. 
The volume button is really hard to 
pull, as you have to seriously push 
your finger into it. The sound itself 
comes from a single speaker, and this 


| 
A 


is a change for the worse - the volume 
range overall is larger than before, but 
it would have been nicer to still hear it 
from both sides. (Luckily, you can plug 
in some headphones and still enjoy 
stereo sound that way.) 

Also odd are the new positions of 
the Start and Select buttons, as 
they’ve shifted over to the right side 
of the system. The old, centered place- 
ment was nicer, and the buttons now 
feel oddly fragile. The Home button is 
still where it’s always been, and that 
makes the whole thing even weirder. 

And, as you probably knew going 
in, there’s no longer any stereoscopic 
3D with the 2Ds. 

Bottom line - if you already have a 
3DS, then you shouldn’t worry too 
much about the 2DS. | love the overall 
design, despite its handful of flaws, 
but its improvements aren’t enough to 
justify a new purchase for someone 
who'd be a repeat customer in this 
same portable generation. It’s much 
more suited for the audience that 
Nintendo has wisely targeted - 
gamers who don't already own a 3DS 
and would appreciate a cheaper 
option, and those for whom the 3D 
display was never a selling point to 
begin with. If that’s you, then the 2DS 
is a great way to jump into Nintendo’s 
portable fun! - DAAN 


COLOR OPTIONS 


The 2DS has launched in North America in Black/Blue and Black/Red varieties, 
while gamers in Europe and Australia can choose the snazzy White/Red version 
pictured above. If it’s catching your eye, why not import one as a second 
system? It’s cheap enough, and you'd be able to play games from that region. 


COMMUNITY gana 


31 DAYS OF MONSTERS 


Our own Mark Kelly presents “Nintober,” his annual fund- 
raising art project benefiting multiple sclerosis research. 


BACK IN 2008, | began a project in which | aimed 
to sketch a handful of villains and monsters from 
Nintendo games in the run up to Halloween. | was 
inspired by similar Halloween projects by people | 
follow online: James Rolfe (a.k.a. the Angry Video 
Game Nerd) does horror movie reviews every day 
in October, while comic artist Dan Schoening draws 
ghosts from Ghostbusters daily. 

My own project was originally called the 
"Nintendo October Villain Sketch Project," which 
was a bit of a mouthful. Back then, | wasn’t quite so 
good at following through on many projects, and 
rather than 31 monster sketches, | only managed 11 
- some of which were rushed, and some of which 
were late. However, by the end of the month the 
name had been shortened to "Nintober," and it 
turned out this particular idea was far from spent. 

In 2011, | was suffering something of a creative 
slump. | decided | needed a big challenge - 


a project to really push both my artistic abilities 
and my dedication to completing a project. With 
October rolling around once more, | set out to 
complete the idea | originally envisioned: to draw 
31 scary or creepy monsters from Nintendo games 
in 31 days. Nintober began again, and despite many 
late nights and wanting to quit more than once, | 
made it to the end of the month with a full comple- 
ment of 31 monsters. 

| had conquered my own personal Everest: to 
put out more finished artwork in one month than | 
had done in several years prior. | said to myself 
that if | was to do it again, | would only do it for a 
good cause. 

The following year, | had my opportunity. 

By 2012, Nintober was starting to build upa 
small following, and | had so many suggestions for 
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monsters that | could easily fill another month. But 
this time, | decided to raise money for the MS 
Society, a British charity that supports sufferers of 
multiple sclerosis, an auto-immune disease that 
attacks brain tissue and leaves its sufferers unable 
to perform day-to-day functions easily. 

Why the MS Society? Because MS is an illness 
that hits close to home - my sister was diagnosed 
in her early 20s. Like me, she’s an artist and gamer, 
and has been heavily involved in the EarthBound 
community for over a decade. While the illness isn’t 
life threatening, it does impact her ability to 
function normally. She requires a cane or a wheel- 
chair on some days, and sometimes her vision 
simply goes away for hours at a time. 

A personal challenge that would also help my 
sister? It seemed the perfect fit. And so Nintober 
continued, raising almost £500 (or $810) for the 
charity. And before the month was over, | was given 
the wonderful opportunity to draw comics for what 
was then the up-and-coming NF Magazine! 

And it didn’t end there. Nintober happened 
again this year, pushing the number of monsters to 
over 100! This year presented another challenge: 
my artworking computer had a massive hardware 
failure after the first week, forcing me to switch to 
black-and-white line art for two weeks in what | 
called "Nintober Unplugged." 

And despite setting my sights slightly lower for 
fundraising, instead we blew through my conserva- 
tive £400 target and then through £500 as well! In 
just two years, Nintober has raised over £1000 for 
a cause that is close to my heart and that of my 
family. - MARK 


SHOW YOUR SUPPORT 


Donations for Nintober will continue to be collected through the 
end of the year. All donations can be made on the Nintober 
JustGiving page: 


justgiving.com/nintober2013 


VIEW THE FULL GALLERY 


You can also see all 105 Nintober entries - dating back to the 
project’s beginnings in 2008 - at the Nintober Tumblr page, or 
Mark’s deviantART gallery page: 


nintober.tumblr.com or 
fryguy64.deviantart.com/gallery/32830393 
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GAMING FOR A GOOD CAUSE 


TheSpeedGamers play games (and pranks) to inspire charitable giving. 


AS GAMING HAS evolved as a hobby, so have the 
ways in which people share and enjoy video games. 
One of the more recent trends in the greater 
gaming community is the springing up of charity 
marathon groups — these teams of gamers stream 
their play sessions online through live video events, 
all for the sake of benefiting great causes. 

Formed in 2008, TheSpeedGamers is a group 
that broadcasts themed marathons, typically based 
around a single series or developer. Viewers are 
treated to more than just round-the-clock gaming 
sessions, though; TSG also provides live commen- 
tary as well as a variety of pranks and stunts for its 
audience. The Nintendo Force sat down with co- 
founder Britt LaRiviere and website developer 
Robbie Davis to get an inside look at the group’s 
history, as well as some insight about some of their 
wildest escapades. 

In the beginning, brothers Britt and Chase 
LaRiviere wanted to create their own gaming 
website, but wanted to provide viewers with special 
content. 

"We didn’t want to just talk about games," said 
Britt, "we wanted to give everyone a show." In 
March 2008, they decided to stream every Legend 
of Zelda game. "Livestreaming games wasn’t as 
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common back then," he added, "so we hoped it 
would bring in some attention. We then decided 
that if we were going to do this, then we might as 
well do it for a good cause." 

The group has definitely grown since then. Now 
in its fifth year, TSG has had 30 events and has 
raised a total of $440,591.50 for 17 different chari- 
ties. Their Final Fantasy marathon was even listed 
in the Guinness Book of World Records 2012: 
Gamer’s Edition, under "Longest Relay ona 
Japanese RPG." 

"We like to help out a variety of charities," said 
Britt. TSG has certainly helped its fair share of 
causes, including the Make-A-Wish Foundation, 
Heifer International and Civic Force. Sometimes the 
charities are chosen well in advance of an event, 
but in some cases the causes are selected in light 
of recent events. For example, over $10,000 was 
raised for the Gulf Restoration Network in the wake 
of the BP oil spill in 2010. ACT Today has received 
the most money in total — with over $220,000 
raised over the years — and 100% of the donations 
go directly to the charities. 

"This isn’t about making ourselves rich," added 
Robbie, "it’s about having fun and helping others." 

Absurd stunts and silly pranks are integral to 


THE SPEED GAMERS PRESENT, 


TSG’s broadcasting style. From pies in the face to 
spontaneous singing, the team will do whatever it 
takes to entertain the audience and get donations. 

"| remember something horrible | did during one 
of our Mario marathons," said Robbie. "I had 
someone bring me the most awful combination of 
foods ever. It was a cup full of sriracha, Skittles, 
gummi bears, wasabi peas and tea. | had to drink 
that whole thing. It was pretty disgusting, but it was 
worth it." 

One of their more popular stunts was performed 
during their 2012 Pokémon marathon. Pokémon 
Conquest was scheduled for release during the 
week-long show, and the group put forth a rather 
interesting incentive. If enough donations came in, 
several TSG members would purchase the game 
while wearing Pikachu costumes. "I remember 
that," said Britt, "they told the store manager that 
they had camped out all night just to buy Conquest. 
The owners of the hair salon next door even got 
their photo taken with those guys. Everyone 
thought they were nuts!" 

What’s next for TSG? With the release of X and Y, 
the group will set out to catch ’em all again next 
summer. "We have a few other surprise events," 
laughed Britt, "Next year is going to be huge." 

- LINDSEY 


DECEMBER3-16 je” LA 


THE LEGEND OF ZELDA MARATHON 


Zelda’s always had a special place in TSG’s collective heart, and that’s why from December 13-16 they'll be 
playing every game in the series. From the original Legend of Zelda to the just-released A Link Between 
Worlds, they'll play nonstop in order to reach their goal. There will also be a variety of prizes to be given 
away, such as a copy of The Wind Waker HD, a homemade Link pillow, a copy of Prima’s box set of Zelda 

game guides and even a signed print of the banner pictured above! The charity hasn’t been announced yet, 
but there will definitely be more stunts to perform and prizes to give regardless of the recipients. 
All of the gamers have been working hard on their runs, so they hope to see you on the stream! 


COMMUNITY 


WHEN QUICKNESS COUNTS... 


...call the Speed Demos Archive. 


SPEED DEMOS ARCHIVE got its start in 1998 as 
a way to show off the world’s fastest playthroughs 
of the computer game Quake, titled "Quake Done 
Quick." In 2003, the website broadened its scope to 
all video games. Since then, the site has been 
devoted to speedrunning, which is the act of 
beating a game as quickly as humanly possible. 
Today, SDA has videos for over 900 games, with 
many of its members holding world records for 
their runs. While the group has a history all its own, 
it wasn’t until 2010 that they broke into the charity 
marathon scene. Mike Uyama, SDA’s marathon 
coordinator, was willing to share the story behind 
"Games Done Quick." 

The SDA runners saw other groups, including 
The Speed Gamers, and discussed how their own 
team would organize a marathon. "I was away on 
vacation for a while. When | returned, there was 
this huge thread on our forums! | knew this idea 
could work, but it needed direction," recounted 
Uyama. Their first marathon was christened 
"Classic Games Done Quick." The goal was to raise 
$5,000 for CARE, a charity with poverty-fighting 
and emergency relief projects. It seemed like a 
lofty target, and there were doubts as to whether 
the players would triumph. However, the show 
proved successful, raising over $11,000. 

"I realized that this could become a regular 
thing," Uyama added. Two marathons have sprung 
from CGDQ, with Awesome Games Done Quick hap- 
pening annually each January and Summer Games 
Done Quick coming around each July. The mara- 
thons also feature players from Speed Runs Live, a 
site that livestreams speedrunning races. 

CARE isn’t the only cause to benefit from GDQ. 
Over the years the gamers have raised money for 


Doctors Without Borders, the Organization for 
Autism Research and the Prevent Cancer 
Foundation. Like TSG, SDA’s donations go entirely 
to the charities. 

"Our marathons are very focused on the runs," 
said Uyama. "Games Done Quick" is much more 
structured than other groups’ shows, with strict 
rules on who can play and commentate. This is to 
better facilitate the runners as they’re playing their 
games. "If someone's been practicing for years, 
they really don’t want any distractions when it’s 
time to play live," he explained. The runner has 
priority when commentating on their playthrough, 
so that they can explain any unusual tricks or 
glitches in their speedrun. 

GDQ has its own stunts as well. Runners give a 
list of gaming feats they’re willing to perform for a 
price. Donors can then put their money toward a 
given incentive, such as glitchy speedruns, playing 
on harder difficulty settings or naming characters. 
One of the most popular stunts is to "Save or Kill 
the Animals" in Super Metroid, where donors bid 
toward rescuing Samus’ adorable alien friends from 
certain doom at the end of the game... or toward 
leaving them behind. 

Adding to the fun is the ever-present possibility 
that the audience will see a new world record 
achieved live. SGDQ 2013 saw new records set for 
such games as Diddy Kong Racing and Pilotwings 
64. Furthermore, the show has a special "Awful 
Games Done Quick" block, which showcases some 
of the best gamers in the world playing some of the 
worst games ever made, from Bad Street Brawler 
to Bio Force Ape. - LINDSEY 


AWESOME GAMES DONE QUICK 2014 


SDA will once again play for the Prevent Cancer Foundation in Awesome Games Done Quick 2014. The event 
will feature a variety of amazing playthroughs, such as a Mega Man X race, a speedrun of the notoriously 
difficult F-Zero GX and even a game of Mike Tyson’s Punch-Out!! played while blindfolded! The Awful Games 
block will also return with frustrating games such as Captain Novolin and Pac-Man 2. There will also be a 
new Japanese games block, which will include baffling classics like Yume Penguin Monogatari and The 
Legend of the Mystical Ninja. The marathon is from January 5-11, so watch! You may see a new world record! 


FIRST PLAY 
Sonic helps SickKids. 


FOR A PERIOD of 24 hours on the 
weekend of October 26, NF writer David 
"The Ox" Oxford was joined by lan Flynn, 
the writer of Archie’s Sonic the Hedgehog 
and Mega Man comics, as they ventured 
through the Blue Blur’s latest adventure 
in Sonic Lost World for the Wii U. As the 
duo played the game for the first time 
days before its release, they took ques- 
tions from fans during the chat accompa- 
nying the online livestream, raffled off 
numerous prizes (including NF subscrip- 
tions, a custom piece of art from fan- 
favorite Sonic artist Patrick "Spaz" 
Spaziante and a Deluxe Wii U with a copy 
of Sonic Lost World), all while attempting 
to reach a goal of raising $1,000 for the 
SickKids Foundation. In the end, expecta- 
tions were not only met, but doubled as 
a grand total of $2,262 was raised over 
the course of the event. For those who 
would like to view the fun (and occa- 
sional terror) for themselves, archived 
footage can be found at: 
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NEXT ISS 


OK, so those aren't actually the characters’ names — they're really Treasure Knight, 
Propeller Knight, etc. But these foes from the upcoming Shovel Knight's evil Order of 
No Quarter parallel the Robot Masters of the past so well that we couldn’t help but 
make this mash-up of the new game's art and Mega Man 2’s classic stage select screen. 
You'll get to learn much, much more about Yacht Club Games’ old-school shoveling 


G 


platformer in our next issue, as we dig down deeper into its connections to the 
8-bit era — and uncover how it’s laying a foundation for the future, too. 
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AWAITING PLAYER 4 


I’ve enjoyed looking back on some of my favorite multiplayer memories as we’ve worked to pull this issue 
together — walking step by step through each of Nintendo’s different hardware generations in my mind, | can 
recall great group gatherings in all of those older eras. Perhaps the reason | wanted to pursue multiplayer as 
the theme of this issue wasn’t something in my past, though — perhaps I’m just ready for the future to arrive. 


PLAYER 2. PLAYER 3 


... it won’t be long now! Carter, our firstborn, just turned two years old as we’ve been putting the finishing 
touches on this issue. Video games aren't yet a part of his world, but I’m looking forward to the day when | 
can begin to introduce him to Mario, Luigi and Pikachu (beyond the plush versions of each he already owns). 


The wait will be even longer for his baby brother to grow to the point where I can hand him a Wii Remote or 
GamePad (or whatever the new controller will be called by then). But there will come a day when they'll both 
be old enough. And Mary and I will sit down with them, and all four of us will play 
Nintendo together as a family. 


I’m looking forward to that day, guys! Try to indulge your dad when i se a Sis a 


he gets a little misty-eyed and pulls out this old magazine to show 
you he was thinking about that moment, years ago. 
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